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a | THE AGE OF LEGEND 

* Before science, before history, an era of magic existed in our world’s dim past. 

5 Magic flowed freely, touching every aspect of the lives of men and women 

of the Namegiver races. It was an age of heroes, an age of fantastical deeds 
and mythical stories. It was the Age of Legend. Now, bold heroes from across 
Barsaive band together to fight for life and freedom against the remaining 
Horrors and the oppressive Theran Empire, which seeks to bend the rebellious 
province again to their yoke. Through noble deeds and sacrifice, the heroes of 
the world forge Barsaive's future, arming themselves for their daunting task 
with powerful magical spells and treasures. 


Earthdawn is a roleplaying game set in a world of high adventure, high magic, 
and terrible danger. The Gamemaster’s Companion expands the rules in 

the Gamemaster’s Guide, providing new game mechanics, extended setting 
material, and adding more creatures, dragons, Horrors, spirits, and unique 
magical treasures! 


Earthdawn - Gamesmasters Companion 


Price: $34.95 
Format: Hardback (184 pages) 
MGP6148 
Earthdawn - Player’s Companion 
Price: $34.95 
Format: Hardback (184 pages) 
MGP6147 
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heroes from across Barsaive band together to fight for life and freedom 
against the remaining Horrors and the oppressive Theran Empire, which 
seeks to bend the rebellious province again to their yoke. Through noble 
deeds and sacrifice, the heroes of the world forge Barsaive’s future, arming 
themselves for their daunting task with powerful magical spells and 
treasures. 


Earthdawn is a roleplaying game set in a world of high adventure, high 
magic, and terrible danger. The Players’s Companion expands the rules in 
the Player's Guide, taking player characters from Ninth to Fifteenth Circle 
in their Disciplines. This book features extended background information, 


Though The Scourge has ended and the 
Horrors gone to ground, the world of 
Earthdawn has been left permanently 
changed. The land is scarred, the seas 
tainted and many of the creatures which 
survived the depredations of the Horrors 
are corrupted in some way. As characters 
set out to explore Barsaive and reclaim 
the land their ancestors were forced 
to abandon, they will discover these 
bizarre and dangerous animals. That 
these creatures are so strange is one of 
Earthdawn's strengths - PCs should not 
expect to encounter traditional fantasy 
beasts but new and exotic ones that will 
present unknown perils and challenges. 
More than this, the corrupted environment 
is a great way to reinforce the unique 
setting and history of the game. 


Presented here is a selection of weird 
animals and plants, all tainted in some way 
by the ravages of The Scourge. Each comes 
complete with a suggested encounter, 
helping you to showcase each creature's 
unique behaviour and abilities. 


Blood Golem 

Sometimes when a Namegiver dies a great 
deal of his blood leaks out into tainted soil. 
From this seeping liquid — as it coagulates 
and joins with the corrupted earth - a 
blood golem is born. This rises from the 
ground, a parody of its progenitor’s form, 
fashioned from viscous blood, with a brittle 
skin of dried scabs. 


A Blood golem is not truly alive, and exists 
for only one purpose - to seek out the 
loved ones of its progenitor. It instinctively 
knows the approximate location in which 
it should travel to find them, though some 
degree of searching is usually required 
once it reaches the correct settlement. 


Contact with the deceased's family never 
goes well. The Blood Golem - which cannot 
speak - attempts to express its love and 
longing, whilst the family typically reacts 
with horror and even violence. If thwarted 


in its efforts - and certainly if attacked - a 
blood golem flies into a rage. It will usually 
attempt to abduct its progenitor’s nearest 
and dearest and take them to a secluded 
spot where they can be together. 


Blood Golem 
DEX:6 
PER: 5 


STR:8 
WIL:6 


Initiative: 6 


Actions: 1 Spell Defence: 8 


Attack (3):9 
Damage: 

Fist (1):9 

Death: 56 
Unconsciousness: 48 
Wound Threshold: 14 


Knockdown:8 
Movement: 4 


Legend Award: Second Circle 


Powers: Durability (1), Locate Target (5): 
10*, Sticky Body (2):8 

*A Blood Golem may only ascertain a 
target's location to within the nearest 100 
yards. 


Rules 

ABlood Golem only superficially resembles 
its progenitor. Any character who succeeds 
with a Perception (9) Test can discern this 
similarity if they knew the deceased. 


Adventure Hook: The PCs arrive in a 
settlement where a funeral is taking place. 
Enquiries reveal that a local man perished 
recently in a spot believed by the locals to 
be cursed. 


That night, a Blood Golem - freshly raised 
from the ichor of the dead man - seeks out 
the village. It attempts to make contact 
with the dead man’s wife but its efforts to 
get into the house are thwarted and it flees. 
The settlement is rife with talk of a curse: 
witnesses saw what they believe to be the 
dead man’s corpse; bloody prints stain the 
door to the widow's house; and the dead 
man’s favourite boots were taken from a 


TOU:9 
CHA: 4 


Physical Defence: 8 


barn. Stranger still is a message scrawled 
in blood, professing love for the widow. 
There are suggestions that the widow be 
exiled, before she brings further evil upon 
the settlement. 


If the Blood Golem is not found, 
it will return - again and again 
- until it manages to kidnap the 
widow and drag her away into 
the wilds or the villagers turn on 
the widow and chase her out of 
town. 


Social Defence: 6 
Physical Armour: 5 
Mystic Armour: 1 
Recovery Tests: 4 


Corpse Tree 

As The Horrors swept across 
the world, the forests they did 
not destroy were filled with 
foul monsters and a brooding 
malevolence. Even with The 
Horrors in retreat, the stain of their 
presence lingers in many plants and tress, 
warping them into dark mockeries of their 
natural state. 


A corpse tree is a singular example of this. 
Plucking corpses from the ground - there 
as a result of the tree’s poisonous spines 
and spores - they parade them in a bizarre 
theatre of the dead. This macabre puppet- 
show serves either to draw people into the 
forest or to scare them away, depending 
upon the goals of a particular Corpse Tree. 
The supposed haunting of many a wood 
can be put down to the activities of these 
loathsome trees. 


Most corpse trees resemble oaks, though 
their bark is hoarier and shot through 
with green veins the colour of putrescent 
flesh. Some are said to develop distinctive 
markings in their bark, creating the likeness 
of a single facial feature, most often an eye 
or a mouth. Perhaps most disturbing of 
all, their largest branches - the ones from 
which the dancing corpses are strung 
- are tipped with large, but very human 
looking, nails. As many as a dozen of these 
grotesque ‘fingers’ may sprout from a fully 
grown tree. 
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Typically, Corpse Trees accrue their sinister 
collection of puppets through the use 
of paralytic spores and poisonous barbs. 
However, they are not above lashing out 
with their branches at characters who 
refuse to succumb to these first two 
methods. 


Undoubtedly, Corpse Trees are sentient 
and derive some sort of twisted pleasure 
from the hanging of corpses from their 
boughs. It is theorised by some scholars 
that by creating enough fear of a particular 
wood, they may be seeking to generate a 
location within which a Horror may hide. 


Corpse Tree 
DEX:6 
PER:8 


STR:9 
WIL:7 


Initiative: 6 
Actions: 1 
Attack: (1) 7 


Damage: 

Barbs: (0):5 

Branch Lash (0) 9 
Death: 52 
Unconsciousness: 45 
Wound Threshold: 15 


Movement: 0 


*A Corpse Tree cannot suffer Knockback 
Legend Award: Third Circle 


Powers: Paralysis (2) 9, Poison (SD 8; Death), 
Surprise Attack (4) 


Loot: From amongst the previous victims, 
assorted valuables (determined by the 
gamemaster) worth 250 silver pieces 
(worth Legend Points). 


Rules 

Corpse Trees are able to release clouds 
of sleep-inducing spores. They can also 
project volleys of poison-tipped thorns. 
Using these two techniques they gather a 
collection of corpses that, once strung up 
by vine-like branches, are used as puppets. 


Sleep Spores: Any time a Namegiver 
moves beneath the branches of a Corpse 
Tree it releases an invisible cloud of spores, 
evoking its Paralysis Power. The span of 


TOU: 10 
CHA:4 


Physical Defence: 3 
Spell Defence: 10 
Social Defence: 5 
Physical Armour: 7 
Mystic Armour: 0 


these branches can extend up 10 yards 
from the trunk ina fully grown specimen.A 
Corpse tree can release spores once every 
ten minutes. 


Poisoned Barbs: A flurry of needle-thin 
thorns can be projected from a Corpse 
Tree's branches. It takes time to manoeuvre 
the branches, meaning that only a target 
that has remained in the same place 
beneath the tree for five turns or more can 
be targeted. Creatures that suffer at least 
one point of Damage from the barbs are 
also subject to the tree’s Poison Power. 


Corpse Theatre: By coiling 
specially adapted branches 
around corpses near its trunk, a 
Corpse Tree can produce a grisly 
puppet-show. A character within 
line of sight of the tree must make 
a Perception (9) Test: 


A Pathetic or Poor Result means 
that the character fails to notice 
anything at all. 


Recovery Tests: 4 
Knockdown: None* 


An Average or Good Result means 
that the character sees what he 
thinks are ghostly figures. 


An Excellent result means that the 
character sees strangely jerky figures 
moving amongst the trees. 


An Extraordinary Result means that 
the character can discern what is truly 
happening. 


Adventure Hook: 
The PCs hear rumours of a 


slain, the guide leads adventurers into the 
woods to ‘deal with the ghosts. 


If the PCs accompany the guide, he leads 
them into an ambush, facilitated by the 
corpse puppets that appear like phantoms 
amongst the trees. 


Blade Beak 


This misshapen bird could scarcely be the 
result of natural evolution. Its curved beak 
is as long as a scimitar and as sharp as a 
freshly whetted blade. It is mounted on a 
stubby head and agile neck, able to spring 
forth with all the speed and strength of a 
master duellist. 


Despite their impressive weaponry blade 
beaks are entirely herbivorous, preferring 
a diet of nuts and berries. This is not to 
say that they use their beaks purely for 
self defence, however. In fact, they have a 
predilection for murder - and their targets 
are always those filled with hope and 
joy. That they should single out people 
experiencing such emotions is evidence of 
the Horror-taint that they carry. 


Blade beaks will roost in just about any 
quiet spot - preferably one with a good 
view of a settlement or well-used road. 
From this vantage point, they will pick 
out those filled with expectation and 
happiness and move in to attack. 


An adult Blade Beak has a wing span up to 
four yards and a beak fully a yard long. 


Legend Award: Second Circle 


haunted wood just beyond the 
village where they are currently 
staying. Questioning the locals 
reveals that other adventurer 
types have been to investigate 
and never returned. The PCs 
receive an offer from a local 
guide to show them the spot. 


The guide, a lonely oddball 
disliked by others in the village, 
has struck a deal with the Corpse 
Tree. In exchange for picking 
over the corpses of the freshly 


Blade Beak 
DEX:8 
PER:9 


Initiative: 8 
Actions: 1 


Attack (2):10 
Damage: 

Beak (2): 9 

Death: 40 
Unconsciousness: 32 
Wound Threshold: 11 


TOU: 7 
CHA:4 


Physical Defence: 10 
Spell Defence: 8 
Social Defence: 6 
Physical Armour: 3 
Mystic Armour: 1 
Recovery Tests: 3 
Knockdown: 7 
Movement: 3/9(flying) 
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Powers: Camouflage (2): 8, Enhanced 
Senses (Sight) (1): 10, Tracking (2): 11 


Loot: Beak worth 25 silver pieces (worth 
Legend Points) 


Rules 

Diving Blade: A Blade Beak may swoop 
down upon a target gaining a +4 bonus 
to the Damage Test if it hits. To use this 
ability, a Blade Beak must have used its full 
Movement Rate of 9 to reach the target. 


Adventure Hook: As the PCs approach a 
settlement they come upon a dead body, 
seemingly run through many times with 
a sword. The dead man clutches a note 
from his beloved, stating that she will 
agree to marry him. If the PCs pass on this 
information - or investigate it themselves - 
they will turn up no obvious leads, despite 
the apparent murder. 


Before long, there is a second very similar 
death. This time, the victim was returning 
home from a successful night's gambling 
at a tavern. He was accompanied by a 
friend who, almost blind drunk after a 
terrible night's losing streak, can give only 
vague descriptions of a screaming shape in 
the darkness. 


The PCs will have only limited time to work 
out what is happening before one of the 
villagers discovers gold in a nearby mine 
and a huge party is planned to celebrate. 
Such joyous revels will attract not one but 
an entire flock of Blade Beaks, eager to 
gorge themselves on the locals’ delight. 


Patchwork Man 


Patchwork Men are bizarre assemblages 
of limbs that roam the land searching for 
new and better body parts. It is unknown 
whether they were originally alive - and 
have become trapped in a routine of 
replacing their old limbs in order to 
extend their lives - or whether they were 
created by some foul magical experiment. 
One diabolical theory posits that the first 
Patchwork Men came about within a kaer 
where the inhabitants ran out of resources 


and began to cannibalise whatever was 
available - even each other. 


No two Patchwork Men are alike. Some 
retain a humanoid shape, with two 
arms and legs and an appropriately 
positioned head and torso. Others are 
garbled collections, walking, rolling or 
scrabbling on multiple appendages. 
When things are really dire, some 
Patchwork Men employ hooks, wheels 
or other mechanical prosthetics to keep 
themselves moving. 


Characters that encounter a group of 
Patchwork Men (for they are rarely solitary) 
will find themselves needing to defend life 
and limb - literally. 


As a result of their many appendages, 
each of which often appears to be acting 
independently, Patchwork Men can 
complete a number of actions each turn. 


Legend Award: Second Circle 


Powers: Durability (1), Regeneration (6) 
12* 


*See Rules 


Typical Patchwork Man 
DEX: 5* STR: 6* 
PER: 6* WIL: 7* 


Loot: Oddments and coins worth 30 silver 
pieces (worth legend Points) 


Rules 

For each fresh corpse that a Patchwork 
Man has access to, he may attempt to 
repair - and possibly improve - his body. 
Left undisturbed with a cadaver for one 
hour, a Patchwork Man may make a single 
Regeneration Test. If he rolls maximum for 
this Test, he may permanently increase his 
DEX, STR or TOU by one. If he rolls minimum 
for this Test, he must permanently reduce 
his DEX, STR or TOU by one. 


Adventure Hook: Out in the wilderness, 
the PCs find a sack full of recently severed 
limbs and body parts. Amongst this grisly 
hoard are personal effects that might make 
it possible to identify the deceased. 


Ifthe PCstakethelimbstothenextsettlement, 
they will find a village that has been preyed 
upon by Patchwork men for years. The 
villagers will apparently seem grateful for 
any help but will secretly try to present the 
PCs as an offering to their tormentors - as 
they do with many strangers. The villager’s 
actions - though loathsome - are motivated 
by desperation.Whether the PCs wish to help 
or forgive them is up to them. 


TOU: 6* 
CHA: 5* 


*To generate a random Patchwork Man, roll a D6 for each of the creature's Statistics. 
An odd result reduces a Statistic by that amount. An even result increases it by that 


amount. 


Initiative: 5 

Actions: 2 

Attack: (3) 8 
Damage: 

Weapon (3):9 
Death: 42 
Unconsciousness: 33 


Wound Threshold: 10 Movement: 6 


Physical Defence: 7 
Spell Defence: 8 
Social Defence: 7 
Physical Armour: 2 
Mystic Armour: 1 
Recovery Tests: 0* 
Knockdown: 6 


*Patchwork Men do not recover naturally from injuries. They must employ their 
Regeneration Power to repair themselves. 
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November 09 Releases 


Callously viewed by other races as thieves, vagabonds and pirates, the 
wolf-like Vargr are a complex and varied race whose society is light years 
beyond their stereotype. Alien Module 2: Vargr peels back the layers of 
prejudice to reveal a fascinating race who have a powerful effect on their 
region of the galaxy. 


This book is packed with information for both players and referees. New 
rules for careers allow players to create their own Vargr characters, which 
are then well served by technology and ships designed by and for the Vargr. 
Chapters are devoted to playing a Vargr and how their society and culture 
are structured. Finally, we have also included a complete sector to explore, 
meshing seamlessly with the Spinward Marches - the Gvurrdon sector. 


TRAVELLER 


Alien Module 2: Vargr 

Price: $34.99 

Format: Hardback (184 pages) 
MGP3825 


Earthdawn: Ardanyan’s Revenge 
Price: $24.99 
Format: Softback (104 pages) 


JEALOUSY |2xaiiee ; on in 


When the Scourge was imminent, the people of the town of Ardanyan sought GARTHDAWN THIRD EDITION 

shelter in an underground kaer, expecting only the Horrors to be a threat. A K )) A N y A N’S 

During the centuries of confinement, small quarrels grew into conflicts, which | es VU 
in turn developed into blood feuds and racial hatred. The Horrors would glady Tk F V F N ft F 
have fed on Kaer Ardanyan—if only they had found it... = ae 

BITTERNESS 

For generations a secret society betrayed the unsuspecting citizens of 

Ardanyan. Now they struggle to keep their terrible secret. The player 

characters are the spark igniting a bonfire of intrigue, deceit, and illusion. 

But the heroes have to be careful not to fall victim to the flames while on 

their dangerous quest to save the residents of a lost kaer! 


VENGEANCE 

Ardanyan’s Revenge is an adventure supplement for Earthdawn Third Edition. 
Intended for Novice and Initiate characters of any Discipline, this book 
provides comprehensive information on starting an Earthdawn game for 
kaer-dwelling characters, but integrates easily into any running Earthdawn 
campaign. Requires use of the Earthdawn Player's and Gamemaster’s Guides. 


For 400 years, Harrowflint Kaer provided 
a place of safety from the terrors of The 
Scourge. Then, its defences were breached 
by a Horror known as Malvagio - and its 
most trusted hero made a dreadful pact: 
one that he spent the rest of his life trying 
to atone for. 


Introduction 

For almost 80 years, the village of 
Gabledown has prospered and grown 
under the steady guidance of the Gowen 
family. Recently, however, the town’s 
Lord Protector, Orted Gowen, has been 
the subject of criticism regarding his 
leadership: there is talk of empty coffers 
and bad investments and bandit raids have 
increased in frequency. Orted’s grip on the 
reins of power is becoming increasingly 
precarious. 


During this time, Orted has been 
experiencing a number of vivid dreams. In 
these, he re-lives the exploits of his heroic 
ancestor, Tarun Gowen:a man who - almost 
single-handedly - saved Harrowflint Kaer 
from the Horror that found its way into the 
underground settlement. It was also Tarun 
that led the inhabitants of Harrowflint 
back up into the light. It was in honour of 
these great deeds, that Tarun was named 
Lord Protector over the new settlement of 
Gabledown - a position his descendents 
have retained ever since. 


Orted’s dreams are no mere imaginings 
but rather the workings of his ancestor's 
plagued spirit. Tarun was not the hero 
everyone believed and, rather than 
destroying the Horror that invaded his kaer, 
he made a pact with it. Now, years after his 
death, Tarun’s Horror stained soul is unable 
to find rest and he is trying to summon his 
descendent so that he might be released 
from his torment. 


Guided by his dreams, Orted has hatched a 
plan to return to Harrowflint Kaer.In doing 
so, he aims to reclaim some of the riches 
his people were forced to abandon. More 
than this, he wishes to re-forge the bond 


with his (supposedly) valiant ancestor 
and renew his people's faith in him. All he 
needs now are some hardy adventurers to 
accompany him on his quest... 


Orted’s Proposal 

At the start of the adventure, the PCs are 
staying in or near the village of Gabledown. 
The scenario will work especially well if at 
least one member of the party was born 
in the settlement and grew up under the 
(until recently) wise leadership of Orted 
Gowen. 


The adventure has been designed with 
six PCs in mind. If the adventuring group 
is smaller than this, the gamemaster may 
need to scale encounters accordingly. 


Orted has let it be known that he wishes 
to meet with brave souls willing to travel 
beyond the safety of the settlement on 
a mission of importance. Assuming that 
the PCs show an interest, he will meet 
with them in the village hall, the better 
to demonstrate his authority and the 
importance of the task at hand. Read or 
paraphrase the following: 


Though not a large building the town hall 
is the grandest in Gabledown, decorated 
with those few relics brought up out of the 
kaer some three generations ago. Orted, the 
settlement'’s Lord Protector, sits bolt upright 
upon achair carved from white wood, flecked 
with peeling golf leaf. 


‘Thank you for coming. Please...‘He gestures 
to a row of chairs set out before the platform 
upon which he sits. 


‘That you are here tells me all | need to know 
about you. The prospect of travel beyond the 
village fills many of our people with fear. Not 
so, you. And that makes you just the people 
I need.’ 


‘Eighty years ago, when our clan left 
Harrowflint Kaer and ventured up into the 
world once more, they took with them only 
what they could carry - what was vital to 


survive. The majority of our wealth had to be 
left behind.’ 


The aging lord’s eyes glint fiercely as he 
sweeps the room with his gaze. ‘It is time we 
reclaimed what is ours.’ 


‘What | need - what Gabledown needs - are 
people willing to go back to the kaer to recover 
the treasures we left there. In exchange, they 
would receive a princely share of the spoils 
- not to mention my gratitude and favour. A 
place in our clan’s history, even.’ 


‘In a few days | hope to set out. It is my hope 
that you will march beside me.’ 


‘What say you?” 


For all his flaws Orted is a persuasive man 
and, whilst relying on the PCs accepting 
his offer, he will do all he can to make it 
seem as though they are the ones being 
presented with an opportunity. If pressed 
for specifics he offers the party 25% of the 
value of everything that is recovered. This 
may not seem very generous but he points 
out that many of the items they are hoping 
to recover - ranging from pottery and 
paintings to books and tools — will not be 
easy to transport or sell. If the PCs haggle, 
he will offer 30%, perhaps even with a 
small advance to help with the purchase of 
equipment. 


Assuming that the PCs accept his proposal, 
Orted will give them a copy of two pages 
from his grandfather's journal that he 
hopes will prove useful (Tarun’s Journal 
One and Tarun’s Journal Two). The pages 
have deteriorated over time but will still 
provide the adventurers with a number of 
useful clues later in the adventure. A full 
summary of what the pages once said is 
provided for the gamemaster at the end of 
this first half of the adventure. 


Orted will instruct the PCs to meet him at 
dawn the following day - at which point 
they will depart. 


Questions and Enquiries 
The PCs have enough time before they 
set off to gather supplies and to ask some 
of the townsfolk about Orted, his heroic 
ancestor and other recent goings-on. A 
locally born character may know as much 
or as little of the following information as 
the GM sees fit. 


Encourage the PCs to roleplay out 
encounters with the locals: this will offer 
the GM a chance to bring the townsfolk 
to life and will make the revelations which 
follow far more significant. 


An Unhappy Flock 

Many residents of Gabledown are unhappy 

with their current leadership and will be 

only too happy to discuss their concerns 
with anyone that will listen: 

e Orted has exhausted the village's 
reserves of cash. This rumour is true: 
Orted paid a pair of bounty hunters 
to deal with the bandits that have 
been stealing livestock but the men 
disappeared. He also sanctioned the 
building of a town wall, which proved 
to be very costly. Any vital expenses 
are currently being paid out of Orted’s 
own pocket. 

e The town has become the target of 
bandit raids. Over the past year, more 
than 100 herd animals have been 
stolen by bandits. 


Memories of Harrowflint Kaer 
There is only one person in Gabledown 
old enough to remember the clan's 
departure from the kaer. Her name is 
Estella Gardelock. She is over 90 years old 
and almost completely blind. If the PCs talk 
to Estella, she is more than happy to regale 
them with the tale of her journey from the 
kaer: 


‘The Horrors had left us more or less alone 
during The Scourge; certainly we fared better 
than many other poor souls. There was just 
the one incident and Tarun - Passions bless 
him - dealt with that.’ 


‘The truth is we'd had enough of living 
underground by the time Tarun raised us 
up. We yearned for sunlight and trees and 
meadows and the other things wed only read 
about in books.’The old woman is lost for a 
moment in her reverie. ‘It was a wondrous 
thing to look upon them for the first time.’ 


‘We set out, taking only what we could carry: 
travelling clothes, weapons, vital tools. We 
built a small settlement near the kaer but 
there were a few incidents - someone died, | 
believe. There was something evil in the soil. 
So we moved on.’ 


‘Tarun guided us through a forest - another 
dark place, tainted by the Horrors. The 
animals there...were not right. Beyond that 
was a swamp. We call it The Mire now. After 
that, we found better land, fertile soil. We 
came upon a river and a valley - untouched 
by The Scourge. It felt right and so we stayed. 
Put down our roots and made the land our 


y 


own. 


‘Tarun went back into those woods years later 
but he never came out again. He'd wanted to 
return to the kaer. No one seemed willing to 
try again after that. | guess we decided to 
stay where we were and make do with what 
we had.’ 


Tarun Gowen 

The consensus of opinion is that Tarun 
Gowen was a hero. He (apparently) 
defeated a Horror and led the clan to their 
new home. The older members of the clan 
- several of whom remember him firsthand 
- are especially vociferous in their praise of 
this legendary figure. 


After 10 years as Lord Protector of 
Gabledown, Tarun set off alone to return 
to the kaer. It is presumed that this was to 
recover items of treasure left behind. Tarun 
was never seen or heard from again. 


Bandits 

Over the past year, there have been 
a number of raids by bandits based 
somewhere to the west. In every instance 


the bandits have come under the cover 
of darkness and all they ever steal is 
livestock. 


The Key 

One morning, between the time the PCs 
agree to accompany Orted on his quest and 
the time they set off, one of the characters 
will wake to find a two-headed metal key 
beside him. Any attempts to ascertain 
who delivered it will prove fruitless - and 
nobody in the village will have any idea 
where it comes from or what it is for. 


The key has, in fact, been on quite a journey. 
It opens two doors within Harrowflint 
Kaer. The first grants access to the main 
part of the settlement. The second is an 
enchanted door behind which Tarun’s soul 
is imprisoned. 


After years as a Horror-Bound Spirit, Tarun 
has developed a number of abilities that 
allow him to control and manipulate 
living creatures. Over several months, he 
has used a variety of animals to transport 
the key all the way from Harrowflint to 
Gabledown. On the night before one of the 
PCs receives the key, Tarun’s latest animal 
messenger will have tried and failed to 
deliver the key to Orted, who is too well 
protected. Delivering the key to one of his 
travelling companions serves as the next 
best thing. 


If, for any reason, the PC who receives the 
key shows little interest in taking it on the 
quest, Tarun will seek to retrieve it - using 
another mind-controlled animal - and pass 
it on to Orted or to one of the other PCs. 


The Journey Begins 

Awaiting the PCs on the morning of 
their departure are three large, empty 
wagons, each manned by two of the 
braver townsmen. These will be needed 
to transport back the spoils from the 
Harrowflint Kaer. Orted, himself, sits 
proudly alongside in the saddle of an 
aging warhorse. He wears the armour of 
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his grandfather, a tabard adorned with the 
Gowen stag, and has Tarun’s two handed 
sword strapped to his back. The townsfolk 
have gathered in force, ready to see off the 
valiant members of the expedition. It is 
clear that their leader is already benefitting 
from a much-needed boost in popularity, 
with the aura of his esteemed forebear 
already rubbing off on him. 


At this point, Tarun shows the PCs the 
rough map he is using to guide them back 
to Harrowflint Kaer (Tarun’s Map). 


Grave New World 

One of the great things about the 
Earthdawn setting is that, in the wake 
of The Scourge, it has become a place 
of mystery. The PCs have a whole 
world to explore and _ investigate. 
Every time they climb a hill, force their 
way through a tangled wood or take 
ship down a river, they literally cannot 
be certain what they will find. Entire 
cities have been lost, environments 
have been warped by the Horrors and 
terrifying new beasts have arisen to 
lay claim to these territories. 


To really capture the essence of 
Earthdawn, the players need to feel a 
sense of wonder.The limits of the world 
their characters traverse are unknown. 
This adventure is specifically designed 
to showcase some of the bizarre 
things that they might encounter. As 
much as possible, the gamemaster 
should draw attention to the strange 
sights, smells and sounds that are a 
part of each new place the characters 
visit. They are pioneers and the things 
they discover may never even have 
been seen by another person. 


A Bit of a Shock 


Beyond the town, the landscape stretches 
away in shades of unbroken pastel. Indeed, 
the first dozen miles of travel are trouble 
free. Soon, however, the expedition reaches 
an area of swampland. The only route 


through this - certainly for the wagons - is 
an ancient earthen pathway that rises a 
foot or so above the waterline. 


Though damp underfoot, the first few 
miles of the pathway can be navigated 
with relative ease. It does, however, slow 
the passage of the wagons considerably. 


After a few miles, the travellers begin to 
notice patches of blackened earth and 
burnt grass. This should strike the PCs as 
odd as the damp surroundings make it 
unlikely that a fire could occur naturally. 


A little further on and the cause of the 
charred vegetation becomes apparent: 


Reed-laden pools and tufts of waterlogged 
grass dominate the terrain. A few sickly 
looking trees struggle above the damp soil 
but the world about you is predominantly 
flat and soggy. Only the narrow strip of road 
beneath your feet seems relatively solid and 
dry. 


A sudden flash, away to the east draws your 
eye. A moment later, there is a second flash, 
this time closer. After a moment, thick smoke 
rises from a bush that seems to burn with a 
sodden flame. 


Astute players may deduce that some sort 
of lightning strike is responsible for causing 
the fires that have blackened the earth. 
Despite this unexpected danger, the group 
will have little choice but to press on. 


When they have progressed a little further, 
placing themselves somewhere in the 
middle of the swamp, the adventurers 
will see that the path ahead is especially 
perilous: 


To either side of the path are clumps of spiky 
blue foliage. The grass around these areas 
is black and dead and the stretch of path 
between them is badly scorched. Even as you 
watch, a shiver of lightning explodes from 
one of the plants and crackles through a 
nearby pool. 


The PCs have encountered a colony of 
shock grass - a plant corrupted by The 
Scourge. 


The PCs may decide to take their chances 
and move between the clumps of shock 
grass. There is a 1 in 6 chance of being 
struck by lightning if they elect to do so. 
Roll separately for each character and for 
each wagon. A lightning bolt inflicts 2D8 
Damage. Any wagon struck by lightning 
loses a wheel and must be abandoned. 


There are various ways that the PCs might 
deal with the shock grass. However, the 
grass is highly resistant to heat and 
completely immune to electrical attacks. 
The most effective option is some sort 
of ice spell, which will destroy the plant 
instantly. 


A character that moves within 5 yards of 
the shock grass has a 1 in 6 chance of being 
struck each round. 


To further complicate matters, any 
character who makes it beyond the shock 
grass will notice something hidden within 
the plant's leaves, just below the surface of 
the water:something that glints temptingly. 
Retrieving the item requires touching 
the plant: this delivers an especially nasty 
shock for 3D8 Damage to whatever item is 
used. 


A character who manages to retrieve 
the item will find himself in possession 
of a single Bracer of Aras (Gamemaster’s 
Guide, page 132). What is more, Orted will 
recognise this as having belonged to his 
grandfather, Tarun. He will correctly deduce 
that Tarun lost it whilst making his way 
through the swamp whilst travelling back 
to the kaer. Orted will take this recovery as 
an auspicious omen. 


Note that the bracer will not function until 
its twin is recovered and the two items are 
reunited. 
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Brigand Country 

As the PCs traverse the edge of The Mire 
(a journey of some twenty five miles) and 
leave the narrow pathway behind them, 
they encounter another odd sight: 


The land before you appears much dryer 
and stretches away to a distant green smear 
that marks the edge of a forest. It is not 
this that draws your eye, however, but the 
patch of blackened earth 100 yards distant. 
Something - a piece of wood, perhaps - juts 
from the ground beside it. 


Upon closer inspection the PCs will find 
that the blackened earth is the remains 
of a funeral pyre. The jutting wood is a 
rough headstone. Scratched into it are the 
following words: 


Be at peace. They may take your life but not 
your body. 


The cremated man is one of the bounty 
hunters hired by Orted to deal with the 
bandits. He and his partner found those 
responsible for rustling livestock from 
Gabledown but discovered a lot more 
than they bargained for - a carnivorous 
Fleshwood Tree. After an ill-fated sally 
against the tree and its ‘kin, the bounty 
hunters retreated. One soon died of his 
wounds and his companion burned his 
body so that it would not become food for 
the tree. Enraged, he then returned to try 
and destroy the tree. 


Something on the 
Horizon 


As the expedition moves on across a flat 
expanse of grassland, they will see small 
herds of crackbill roaming the plains. A few 
hours further on and they will notice an 
odd shape silhouetted against the skyline. 
As the party advances, this will resolve 
itself into the form of an enormous, lone 
tree. Hanging from one of its branches, is 
an object of some kind. 


At this point the PCs will need to make a 
decision. Orted’s goal will be to reach the 
edge of the forest as quickly as possible 
and press on towards the kaer. He will 
wish to stay well away from this rather 
ominous tree. If the PCs feel strongly that 
they want to investigate it, they will need 
to go on their own and then join up with 
the wagons later. 


The Fleshwood Tree 

At its widest point, the tree's red-barked 
branches span more than 40 yards; and its 
uppermost leaves are twice that distance 
from the ground. Almost certainly, this will 
be the largest tree the characters have ever 
seen. Dangling from one of its branches 
- visible through the foliage if the PCS 
advance to within 100 yards of the tree — is 
aman. 


The human, his feet bound with vines, is the 
second bounty hunter dispatched to deal 
with the brigands. He is weak from hunger 
but will make an effort to wave and call for 
aid if the PCs approach the tree. 


Hidden amongst the branches and roots of 
the tree are ‘the brigands’ that have been 
rustling livestock from Gabledown. In truth, 
they are doing far more than simply hiding 
in the tree: they have become a part of it. 
Utilising a strange symbiotic relationship, 
the brigands - who see the tree as both 
their home and matriarch - act as foragers. 
They venture forth to gather food, which is 
stashed in and around the roots of the tree. 
As it rots, this nourishment is absorbed 
and then distributed by the tree in order 
to sustain both itself and its ‘kin’ who, each 
night nestle within its arms to rest and 
feed. This organism - a Fleshwood Tree 
- is another by-product of The Scourge 
and is distantly related to Blood Oak Roots 
(Gamemaster’s Guide, page 158). 


Around the roots of the tree are numerous 
animal bones. Many are these come from 
livestock taken from Gabledown. 


If the PCs make any attempt to free Morten 
- the bounty hunter - the Fleshwood Kin 
will reveal themselves: Morten knows this 
will happen but will provide no warning for 
fear of scaring away his potential saviours. 


Read or paraphrase the following: 


From the heavy, twirled branches of the 
monstrous tree, shapes begin to emerge. They 
peel back like shedding leaves and humanoid 
forms tug themselves free. Skin as rough as 
bark is juxtaposed with normal human flesh, 
so that the things you see climbing towards 
the ground seem part human, part tree. 


The Fleshwood Kin will not immediately 
attack - not unless the PCs attempt to 
damage them or the tree. Instead, one of 
their number will seek to communicate 
with the PCs: 


One of the creatures advances. Its face is split 
between calloused bark and human skin. Its 
one eye blinks, slowly. 


The creature raises a hand and gestures at the 
captive in the cage. It then motions towards 
a bulging root, beneath which animal bones 
jut crookedly. It opens its mouth and snaps its 
teeth before uttering a single word: “Food” 


It should be fairly clear that the Kin will 
regard any attempt to take Morten as an 
act of hostility. 


The PCs could elect to leave Morten - 
though he will plead for help if this seems 
likely. They might also decide to fight the 
Kin but there are as many of them as there 
are PCs. 


There is another alternative, however. They 
could provide the Kin with an alternative 
source of food in exchange for Morten.One 
of the horses pulling the wagons would 
do - or the PCS could hunt the crackbill 
herds that roam the grasslands. They will 
need two birds to affect an exchange for 
Morten. 
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Any negotiation with the Kin should be 
roleplayed out. The Kin are now something 
less than human and rarely speak in 
sentences of more than a few words but 
they are not needlessly violent - and they 
certainly have a sense of self-preservation. 


Fleshwood Tree 


DEX:5 STR:9 TOU: 11 
PER:5 WIL:8 CHA:6 

Initiative: 5 Physical Defence: 7 
Actions: 1 Spell Defence: 7 
Attack: (4) 9 Social Defence: 8 
Damage: Physical Armour: 6 
Root Lash: 9 Mystic Armour: 4 
Death: 76 Recovery Tests: 5 


Unconsciousness: 66 Knockdown: 
N/A (does not suffer Knockdown) 

Wound Threshold:17 Movement: 
N/A 


Legend Award: Third Circle 


Powers: Blood Veins (1) 10, Durability (3), 
Sticky Spit (1) 10 


Rules 

Fleshwood Trees receive sustenance via 
their maw-lined roots, which may burst 
from the ground to attack creatures within 
10 yards of the trunk. Typically, Fleshwood 
Trees emit a spray of sticky liquid from their 
branches to hold targets in place, better 
allowing them to feed. 


Fleshwood Kin 


DEX:6 STR:5 TOU:5 
PER:5 WIL:4 CHA:4 

Initiative: 6 Physical Defence: 8 
Actions: 1 Spell Defence: 7 
Attack: (1) 7 Social Defence: 5 
Damage: Physical Armour: 3 
Gnarled Claws (2):7 Mystic Armour: 0 
Death: 32 Recovery Tests: 2 


Unconsciousness: 24 Knockdown: 


Wound Threshold: 8 
Movement: 6 
Legend Award: First Circle 


Powers: Camouflage (7): 11 


Rules 

Fleshwood Kin have long claws formed 
from a wood and bone composite that 
they use to attack their enemies. 


Using a Called Shot, it is possible to avoid 
the parts of a Fleshwood Kin that are 
protected by thick, bark-like skin. This 
reduces its Physical Armour to 0. 


A New Companion 

Should the PCs manage to free Morten, 
they will have made an ally for life. He 
will show his gratitude by offering to 
accompany them on their quest. For 
Morten's characteristics use First Circle 
Human Scout (Player’s Guide, page 296). 


If the PCs search about the roots of the 
Fleshwood Tree - something they may not 
do while the tree or its Kin are alive - they 
will discover several sets of Namegiver 
bones. The ground around these remains 
contains 10D10 silver pieces, along with a 
single air elemental coin (worth 100 silver 
pieces). There is also a dwarf sword and a 
buckler. Both are coated in grime but in 
serviceable condition. 


The Bleak Wood 


According to Tarun’s Map there is an old 
path that leads all the way through The 
Bleak Wood to the other side. Once the 
party is close to the edge of the forest, 
Orted will instruct the party to locate it. 
This can be achieved with a Search (12) 
Test, with each attempt taking an hour. 


Once the path is found - or it becomes too 
dark to search any more - the party will 
strike camp. 


All night, whoever is on watch will hear 
strange sounds - animals calling, birds 
shrieking and other unidentifiable growls 
and moans - emerging from the wood. It 
should be clear that the things which lie 
ahead will be even more perilous yet. 


The Old Path 


Once the PCs have located the path, read 
the following: 


The remains of an archway, its top long since 
fallen away, marks the beginning of the path. 
Centuries-old flagstones emerge from the 
dusty ground beyond, creating an uneven 
roadway into the woods. To either side of the 
path is thick vegetation. It is clear that, with 
the wagons in tow, you will have little choice 
but to follow it. 


The party may make slow but steady 
progress as they venture into the woods. 
The wagons will bounce and judder across 
the bumpy road, but if a moderate pace - 2 
miles per hour - is maintained there is little 
danger of throwing a wheel. 


From time to time, the PCs will find other 
fallen archways that once adorned the road, 
each bearing carvings so faded as to be 
unidentifiable. All the while the PCs travel 
deeper into the wood, they will notice the 
foliage becoming denser, thinning out the 
light and mixing it with vivid forest hues. 
Unknown animal calls continue to thicken 
the air. 


Any character inclined to try to age the 
trail and ruins may do so with a Knowledge 
(Province History) or (Trades Routes) (8) 
Test. The path pre-dates The Scourge and is 
large enough to indicate that it was once a 
well-used trade route. Such routes typically 
featured way points such as warden towers 
- from which the safety of a trail could be 
monitored - and roadside inns. 


A Second Option 

Two miles into the forest, the PCs will hear 
the roar of a fast-flowing river. Following 
the sound, it is a simple matter to locate 
the River Swift. 


Read the following to any character that 
goes to investigate: 
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Beyond the thick foliage that leans out from 
the bank to touch the fast flowing water is the 
River Swift. Churning and writhing against 
its channel, the muddy water rushes away 
westwards.A little way upstream is a shallow 
bank. Resting there like a grounded fish is the 
rounded hull of a boat. From this distance it 
seems to be in reasonable condition. 


A proper examination of the boat is only 
possible if someone crosses the river. A 
Swimming (10) Test is required to safely 
cross the flow. Characters who fail this Test 
begin to travel downriver. A character who 
fails five Tests in a row will begin to drown. 


A closer look at the boat reveals that it is 
in serviceable condition, though its boards 
have shrunk where parts of it have been 
out of the river. These need to spend 
12 hours immersed in water in order to 
expand back to normal. The boat seems 
once to have been a cargo vessel. It is 
large enough - some 100 yards long - to 
transport everyone in the party, along with 
the wagons. Of course, getting them on 
board might be tricky. 


Searching the inside of the boat - a 
disorientating experience given that it 
is resting on its side - reveals no sign of 
whatever crew once employed the boat. 
Some of the cabins contain mouldy sheets 
and scraps of clothing. One of the holds 
is filled with long-rotted food and several 
coils of aged rope: each time this is used, 
there is a 1 in 6 chance it will break. 


Whilst examining the outside of the boat, 
any character that passes a Perception (6) 
Test will notice a number of scorched trails 
leading from the bank into the forest. These 
trails were made by the acidic passage of a 
saural (Gamemaster’s Guide, page 196) that 
has staked a claim to this area. Once the 
PCs have been rooting around the boat for 
a few rounds the suaral will emerge from 
the forest and attempt to drive them away. 


Climbing upinto the boat may seem like the 
best option for any character encountering 
this ferocious beast. However, given that 
the saural spits acid, they may have to 


think again if they wish to keep the craft in 
serviceable condition. 


If the PCs can deal with the saural, re-soak 
the shrunken boards and find a way to get 
themselves and the wagons onto the boat, 
they will have found a much swifter - and 
ultimately safer - way to travel to the kaer. 
In fact, they will encounter only a single 
challenge on route to Lowingstone Docks, 
from where they may disembark and walk 
the final few miles to Harrowflint Kaer. 


The Journey Downriver 

Assuming that there is someone amongst 
the PCs who can steer the boat, they 
will have little trouble navigating the 
fast-flowing currents. The journey to 
Lowingstone Docks will take a day, 
providing the PCs with a chance to rest 
and recuperate. 


If nobody in the group is suitably skilled, 
Orted will pilot the boat. The only real 
danger will come when the PCs pass 
through an area of water where a colony 
of river-dwelling krilworm is nesting 
(Gamemaster’s Guide, page 181): 


Ahead of you, where the river arcs around a 
sharp bend sending spray up over the bank, 
you spy several mounds poking above the 
water-line like tiny islands. They have the look 
of ant hills, dotted with holes. You realise that 
it will not be easy to guide the boat between 
them, given the surging current. 


Whichever PC is steering the boat will need 
to make three Sailing (9) Tests to guide it 
between the small islands. Each failure 
indicates that the vessel has struck one of 
the islands. Each time an island is struck 
1D3 krilworms will emerge from their nest 
and attack the creatures on the boat. If the 
pilot is hapless enough to strike all three 
nests, an additional 1D6 krilworms will go 
on the attack. 


The krilworms will continue to attack the 
occupants of the boat for 10 rounds: after 
this time, it will have moved far enough 
downriver for them to abandon their 


efforts. The pilot may seek the swiftest 
path through the water in order to speed 
the boat's escape: each successful Sailing 
(6) Test reduces by 1 round the time the 
krilworms will continue to attack. 


If the PCs hide below deck, they should 
be safe - though the krilworms will kill 
the horses and there is a 1 in 12 chance 
each round of an unsteered boat suffering 
significant damage or being grounded. 


Beyond the krilworm colony, it is plain 
sailing all the way to Lowingstone Docks. 


The Journey by Land 

If the PCs elect to take the road through 
the forest they will have both a longer and 
more arduous journey ahead of them. In 
addition to the encounters outlined, for 
each night the PCs spend in the woods the 
GM should roll on the following table to 
determine whether any creatures come to 
investigate their camp. 


D6Roll Result 

1 Wild Boar 
(Gamemaster’s Guide, page 207), taking its 
young out to feed 


2 A hungry wood lion 
(Gamemaster’s Guide, page 209) 
3 An Inquisitive pangolus 


(Gamemaster’s Guide, 
page 188) comes to 
inspect the PC's packs 

4 A pair of harpies 
(Gamemaster’s Guide, 
page 177) disturb the 
PC's rest and attempt 
to lure them into the 
forest with a torrent of 
abuse 

5-6 A (relatively) 
night 


quiet 


Challenge 
A few miles beyond the point where the 
River Swift draws near the forest road, 
the PCs will encounter one of the animals 
responsible for the bizarre calls that fill the 
Bleak Wood: 
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Resembling a bear, but with curved horns like 
aram, the creature before you lumbers from 
the trees and positions itself in the centre of 
the road. Rising upon its hind legs, it bellows: 
asound that makes the leaves shake and can 
be nothing less than a direct challenge. 


The creature is a Brithan (Gamemaster’s 
Guide, page 160) and it is indeed 
challenging one of the party to meet it in 
honourable combat. Any character that 
succeeds with a Knowledge (Creature 
Lore) (9) Test knows about a Brithan’s ritual 
combat - and the ensuing frenzy if its 
challenge is denied. 


Rumble in the Jungle 

As night falls towards the end of the party’s 
first day within the forest, they will hear a 
faint rumbling hiss emanating from the 
trees. This will grow steadily in volume 
until a number of animals and birds begin 
rushing southwards through the forest. Any 
character who succeeds with a Knowledge 
(Creature Lore) (6) or Wilderness Survival 
(8) Test will know that this sort of behaviour 
is normally seen ahead of a fire. 


In this instance, the animals are fleeing 
ahead of something different: Cinder Ants. 
A horde - consisting of millions of inch 
long insects - is moving through the forest, 
towards the PCs. As they draw near, read 
the following: 


The hissing rumble has grown now so that 
the sound seems to fill the forest to the north 
of your position. In the gathering gloom, the 
darkness appears to congeal about the forest 
floor, creating a swath of shadows. 


At this point, the PCs have only five rounds 
until the swarm is upon them. 


The cinder ants emit a constant haze of 
cloying, grey smoke as their stomachs - 
tiny elemental furnaces - digest whatever 
is in their path. Cinder ants are too small 
to have characteristics - or to be fought 
individually. 


Any character on the ground when a 
swarm of cinder ants passes will suffer 
2D8 Damage each round until he is eaten 
alive. Natural Armour provides protection 
against this damage but any worn armour 
provides protection only for the first 1D3 
rounds - as the ants find a way around or 
through it. In addition, characters that are 
4 feet tall or shorter are exposed to the 
ants’ choking emissions. This generates 
exactly the same drowning effect as being 
immersed in water (see Gamemaster's 
Guide, page 109). 


A PC who climbs a tree will be safe from 
the main horde; however, stray bands 
of foragers will climb up to a height of 5 
yards in search of food. Anyone within this 
area will suffer 1D8 Damage (modified by 
armour as explained previously), for 1D6 
rounds before the foragers move on with 
the main swarm. 


A character who immerses himself entirely 


in water will not be harmed by cinder ants. 


There are pools of water within the forest 
that can be located with a Search (12) Test. 


Only area effect attacks have any chance 
of damaging a swarm of cinder ants. As 
elemental creatures of fire and earth, they 
are vulnerable to abilities derived from the 
elements of air and water. Any lightning 
or water based spells are enough to 
convince them to steer clear of a particular 
area or character: though individually 
stupid, cinder ants possess a collective 
intelligence. 


After the passing of the cinder ant swarm, 
this region of the forest will be left as 
blackened and burnt as if subjected to a 
forest fire. 


The Warden Tower 
Some 30 miles into The Bleak Wood, the 
PCs encounter an old ruin: 


Beside the road is the shell of a tower, its 
upper portions having long since fallen 


away. What remains seems sturdy enough: 
a solid base that rises to a height of 15 feet. 
An arched and open entranceway faces the 
road, the door having long since fallen and 
rotted away. Entwining the tower like green 
filigree are spiny, thin-leaved creepers. 


The tower presents the PCs with a 
defensible place to spend the night. The 
only real danger comes from the Bladevine 
that surrounds the structure and chokes 
the entranceway.A character who attempts 
to manoeuvre around the plant (rather 
than hacking a clear path through it) must 
make a Dexterity (7) Test or cut himself on 
its razor sharp leaves. This inflicts only a 
single point of Damage but will make the 
character bleed profusely because of the 
anticoagulant slime that lines the edges of 
the leaves. 


If one of the PCs is wounded in this way 
a pair of giant carnivorous squirrels 
(Gamemaster’s Guide, page 173), attracted 
by the smell of blood, will attack the party 
once night falls. 


The Red Flowers 

If anyone searches the forest near the 
tower they will encounter a number of 
beautiful red flowers called scarlet sunrise. 
The scent of these flowers is repellent to 
the giant squirrels in this area and they will 
not attack any character who is carrying a 
freshly picked bloom. 


If the PCs are attacked by the giant 
carnivorous squirrels, they will need to 
inflict a wound on each creature in order 
to drive the pair away. 


Inside the tower, amidst the overgrowth 
and tumbled stone, is an iron box. It is 
sealed with a long-rusted chain that is 
brittle enough to be pulled away. Inside 
the box are a dormant crystal buckler, a 
Last Chance Salve and a pair of Quiet- 
fingers gloves. These items have in no way 
deteriorated with age. This is because the 
iron box within which they have resided is 
itself enchanted, preventing items placed 
inside from aging. 
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Lowingstone Docks 


A natural widening in the River Swift 
creates an area where the fast-flowing 
water spreads and calms. Centuries ago 
a dozen wooden jetties and docks criss- 
crossed this bay, creating a place where 
boats could unload or collect new cargo. 
What the PCs find is a place where they can 
come ashore, though the piers have long 
since rotted away. However, they are not 
the first ones here. 


Read the following if the PCs arrive via the 
River Swift, 


Lowingstone Dock - or at least the site 
where it used to be - is a wide recess in 
the river, where the water is becalmed. A 
shallow, sloping bank stretches down to 
the water creating a place where it will be 
easy to disembark. However, another boat 
is already docked here. Several figures move 
about its deck. 


And, if they took the forest road: 


According to Tarun’s Map, you are close now 
to Harrowflint Kaer. Ahead of you and off to 
the south you once again hear the sound of 
the River Swift - now softer and less frantic 
than it was within the forest. A wide, crescent 
of sloping bank marks the spot where the 
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docks used to be. To your surprise, nestled 
within the bay is a boat. Upon its decks, 
several figures step deftly about the boards. 


The boat is a cargo vessel, captained and 
crewed byT’Skrang sailers. They have come 
to this area to harvest rare plants that grow 
around the edge of the Bleak Wood. They 
are unused to seeing others out here and 
will be wary if approached. However, they 
are a friendly bunch and it will not be hard 
for the PCs to put them at ease. 


Captain of the T’Skrang vessel - The 
Dragonfly - is Quoil. He is a typically 
flamboyant fellow, bedecked in turquoise 
and black. His crew consists of eight 
experienced T’Skrang water-men. 


If questioned about this area, Quoil proves 
only too familiar with the site of the 
abandoned kaer, which is only a 30 minute 
walk away. He and his crew once ventured 
inside, intending to search for spoils. They 
were soon filled with a sense of dread and 
when the captain heard a voice whispering 
in his head, he and his men fled the place. 
If asked specifically what he heard, Quoil 
says it was the words ‘Release me. 


Quoil and his men have a number of 
supplies that they will sell to the PCs. This 
should include whatever basic adventuring 


equipment the GM deems appropriate (see 
Players’ Guide, page 268), along with a few 
more unusual items: 


2 doses of Night Pollen (25 silver pieces 
each; Gamemaster’s Guide, page 125) 

1 booster potion (50 silver pieces) 

1 Kelix’s Poultice (50 silver pieces) 
4Trispears (20 silver pieces each) 


Dramatis Personae 


Orted Gowen 

DEX: (16) 7 PER: (13) 6 

STR: (15) 6 

WIL: (13) 6 TOU: (11) 5 

CHA: (14) 6 

Initiative: 5 Physical Defence: 9 


Phys Armour:6 Spell Defense: 7 
Mystic Armour: 1 Social Defense: 8 
Death: 32 Recovery Tests: 2 
Unconsciousness: 24 Knockdown:6 
Wound Threshold:8 Movement: 6 


Skills: Animal Handling (2): 8, Avoid Blow 
(1): 8, Climbing (1): 8, Conversation (4): 
10, Diplomacy (3): 9, Etiquette (3): 9, First 
Impression (4): 10, Barsaive History (2): 8, 
Melee Weapons (1): 8, Read/Write (3): 9, 
Sailing (2): 9, Wilderness Survival (1):7 


Armour: Ring Mail (Phys 6; Init 2) 


Weapons: Two-Handed Sword (Damage 
14) 


Equipment: Adventurer’s kit, traveller's 
garb adorned with the Gowen stag, 2 
Booster Potions, waterskin 
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Tarun’s Journal 
(Gamemaster’s 


Summary) 
Page One 


| had to turn off many of the traps and 
wards in order to get everyone out safely 
before M. realised what | was up to.| should 
never have trusted her. 


It was a shame that the docks had rotted 
away. If we could've got our hands on a 
boat, the journey would surely have been 
easier. 


The Bleak Wood was well named. We lost 
two men during the first night. If only we 
could have worked out more quickly that 
the squirrels hate the red flowers we might 
have saved them. 


Remember my shield! 
Remember the door! 


Curse this swamp and the freakish things 
that grow here. What kind of plants won't 
burn? 


The key is in the horse's mouth! 


Page Two 
When the gargoyles begin to speak, make 
sure you're not weighed down! 


We left the traps in the lever room active! 


| cannot bring myself to take too many 
of my own possessions; it seems wrong 
somehow. They should be safe in the 
hidden room. | will come back for them 
one day - | swear it! 


The Arcanical was left behind! Fully 
assembled | could not remove it from the 
kaer. It was still not fully repaired after 
the battle with the Horror. | have left the 
activation rod in The Diamond Chamber. 


‘T arun’s Journal 


‘Ty arun’s Journal (2) 
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Harrowflint Kaer 


When the PCs reach the kaer, read the 
following: 


Hidden within a depression ringed by three 
large, moss-covered boulders is an opening 
in the ground. Its square shape and the 
regular if weather-worn steps within indicate 
that it is clearly manmade. More than that, 
there is something ominous about this 
hole: something that goes far beyond its 
modest construction and makes you feel 
apprehensive. 


‘You're supposed to feel like that,’ says Orted 
glancing about the group. ‘It's part of the old 
spell that protects this place. It weaker now 
of course: it would once have made us flee in 
terror.’ 


Despite his words, the Lord of Gabledown 
unsheathes his greatsword and holds it 
before him. ‘Wait here,’ he tells the wagon 
men, before turning to the party. ‘Let us go 
in.’ 


The stairs visible to the PCs lead fully 200 
feet down into the ground via a stone 
tunnel. Ominously, not a single insect or 
rat is encountered on the long journey 
down - even these simple creatures are 
subject to the lingering sense of dread that 
pervades the kaer. 


The Truth About Tarun 


Despite all the wards and protections put in place to protect Harrowflint 
Kaer, its defences were eventually breached. Before anyone realised what had 
happened, several members of the clan were slain by a monstrosity, which came 
to be known as Malvagio. 


As panic spread through the community, Tarun Gowen stepped forward to 
rally the defenders. With only four volunteers, he led an expedition against the 
Horror. After a fierce struggle, Tarun’s allies were slain, though not before they 
had managed to wound the Horror - which had already been weakened by 
the dwindling magical currents outside the kaer. More than likely, Malvagio still 
possessed the power to slay Tarun but knew that there was an element of risk 
involved in confronting him.The Horror therefore proposed a bargain. She would 
remain hidden and dormant within the recesses of the kaer, feeding only once 
every year on the life force of a human soul. In exchange, Tarun would convince 
his people that he had succeeded in destroying the Horror - and receive their 
undying gratitude. Tarun, wounded and with little chance of surviving another 
confrontation, agreed to these terms. 


A year passed: a year in which Tarun’s reputation and influence grew. In all but 
name, he was already the leader of the clan. All the while, true to her word, 
Malvagio slept - and Tarun allowed himself to hope that she might never 
awaken. 


But, of course, the year passed and there followed a mysterious death. Tragically, 
it was a child that was slain. Ripples of doubt and fear shook the clan. Had 
another Horror violated their defences? 


Tarun returned to the deepest hollows of the kaer - an area he had convinced 
his people was cursed and must be avoided (Room 22).He confronted Malvagio, 
demanding to know why she had chosen a child. The Horror laughed at his rage 
and said that she would choose whomever she wished as her ‘offering’ - such 
was the nature of their bargain. It became clear to Tarun then that he could 
not trust Malvagio. He began to suspect that the Horror would eventually turn 
on him or, when her strength was sufficient, upon the entire clan. Spurring his 
people on, Tarun led them hastily out of the kaer - leaving behind many valuable 
belongings - on the journey that would eventually lead them to Gabledown. 


Ten years later, wracked by guilt-laden dreams, Tarun returned to the kaer. He 
planned to slay Malvagio or to die trying. As it transpired, the Horror was gone. 
She had, however, left a trap for Tarun - whom she knew would be drawn back 
by the dreams that she herself had sent him. After being sealed inside the room 
where Malvagio had lay hidden for many years, Tarun starved to death and 
was doomed to rise again as a Horror Bound Spirit, trapped forever within the 
crumbling kaer. That is unless someone can release him... 
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The Kaer Interior 

Unless otherwise noted, assume that the 

kaer tunnels and rooms have the following 

characteristics: 

e Walls, ceilings and floors are made of 
stone 

e = Ceilings are 8’ high 

e Doors are constructed from wood, 
treated long ago with an alchemical 
varnish that drastically slows the aging 
process 

e A typical door has Physical Armour 9 
and a Death Rating of 30 


Room Descriptions 

Room 1 - The Outer Kaer 

This large chamber was designed as the 
kaer’s main defence against the Horrors 
and other potential intruders. When the 
clan emerged many of the traps and wards 
were deactivated. However, there is still a 
single obstacle that the PCs will have to 
deal with. 


When the PCs enter this room, read the 
following: 


This huge chamber is adorned with 
gargoyle-like statues that lend the place a 
fearful, ceremonial atmosphere. The walls, 
floor and ceiling are constructed of smooth 
granite blocks. They fit seamlessly together, 
indicating great skill and the use of magic. 
Beside the door through which you entered 
is a metal wheel that looks like it is designed 
to turn. In the centre of the high ceiling is a 
square recess three feet across. 


If the PCs explore the recess, they find it 
rises three feet up into the rock, leading 
to a horizontal metal panel, engraved with 
images of galloping horses. As hinted at in 
Tarun’s notes, the secret to opening this is 
to be found in the horse’s mouth: there is a 
hidden keyhole here that can be opened 
using one end of the key given to one of 
the PCs earlier in the adventure. 


The many statues and gargoyles all around 
this room have water pipes hidden within 
their mouths. These pipes are linked to 
a tank built in the rocks above. Carefully 
hidden in the floor slabs are also a number 
of drainage vents. 


The wheel beside the entrance door may 
be turned in order to lower a 1 foot thick 
stone slab. If turned three times, the slab 
descends fully and seals the doorway. 
Once the slab is in place, it locks and the 
wheel can no longer be turned. 


Water immediately begins to gush from 
the gargoyle’s mouths, filling the chamber. 
After two minutes (20 rounds) the chamber 
will fill with water. The only safe area is the 
recess in the ceiling - though it is only large 
enough to accommodate two human- 
sized characters at a time. Characters not 
weighed down with armour (again hinted 
at in Tarun’s notes) will be lifted by the 
water - either into the recess or against the 
ceiling. A character lifted into the recess 
will be close enough to insert the key into 
the horse’s mouth, thereby opening the 
metal door. They are then free to climb up 
into Room 2. 


Note that the stone slab must block the 
doorway fully in order for the water to 
start flowing into the chamber. The water 
will not drain away until someone pulls the 
lever in Room 2. Once the water is drained, 
the door to Room 1 will return to its original 
position. 


Note also that the metal door in the recess 
will not open until the door to Room 1 is 
sealed and the water has started flowing. 


Where Did You Get That Key? 

Itis quite likely that Orted will, at some 
point, witness one of the PCs using 
the kaer key that turned up earlier in 
the adventure. Orted will immediately 
demand to know where it comes from 
and will wish to examine it. If allowed 
to do so, he will remember seeing his 
grandfather with the key when he was 
a boy. He will claim - quite rightfully 
- that it is a family heirloom and insist 
that the PC hands it over. 


If for any reason, the PC will not give 
Orted the key he will become very 
suspicious of the party as awhole.From 
that point onwards, his dealings with 
the PCs will be marred by mistrust. 


Inner Kaer 

Room 2 

Situated directly above Room 1, this 
chamber is far less grand and lacks any 
ornate decoration. Built with defence in 
mind, it would be easy to hold against 
an attack from below - as enemies were 
forced to climb one at a time through the 
narrow opening. 


Resting beside the metal door in the floor 
are several mouldy coils of rope left over 
from when the clan departed. 


At the northern end of the room is a lever. 
When pulled, this empties Room 1 of water, 
returning it to a storage tank via vents in 
the floor. 


Two heavy doors, studded with iron (Death 
Rating 40), lead east and west from this 
chamber. 


As mentioned in Tarun’s notes, these doors 
are trapped. In the floor before the eastern 
door is a pressure plate that triggers a 
mantrap (Gamemaster’s Guide, page 111). 
The door to the west is protected by a Ward 
trap (Gamemaster’s Guide, page 112). The 
spell this triggers is Crushing Will (Player's 
Guide, page 161). Due to the waning of this 
ward's power, this spell is considered to 
have a Willpower Step 11 for determining 
its effect. 


Room 3 (Barracks) 

This musty room is coated with a layer of 
dust and cobwebs that make its immediate 
dimensions difficult to fathom. Irregular 
shapes jut up from the floor, obscured by the 
silver-white covering of web. Other objects 
protrude from the walls, one or two visible as 
aged shields. 


This room was once a barracks, from where 
members of the clan could take turns 
watching over the entrance to the kaer. 


A dozen shields, adorned with the coats 
of arms of the three noble families that 
took refuge here, line the walls. Four of 
them bear the Gowen stag, four more the 
Gardelock Trident and the final four the 
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gauntlet of the Claytons. Collapsed and 
rotted furniture is heaped on the floor 
beneath the thick covering of dusty webs. 
If the PCs search through the webbing 
they will find shed spider skin some 12 
inches across. 


Within this room, and further into the kaer, 
the sense of dread that pervaded the air 
begins to fade - hence the presence of the 
arachnids. 


Room 4 (Well) 

This small, roughly hewn room must, at least 
in part, have been a cave before excavations 
made it part of the kaer. A carefully 
constructed stone tube topped with a metal 
grill marks the location of a well. 


In order to survive, the occupants of 
Harrowflint Kaer needed access to clean, 
fresh water. This room houses one of the 
wells constructed to provide this. 


The metal grill is attached firmly to the top 
of the well with two rusted but sturdy metal 
poles. These can be slid aside, allowing the 
grill to be lifted. If anyone examines the grill 
or the interior of the well, scratch marks 
indicate that something has tried to get 
into the cave. Whatever was responsible 
will not trouble the PCs in this adventure 
but it might keep them on their toes. 


The well descends 30 feet to a fast-flowing 
underground river. 


Voices in the Dark 

At some point during the party's 
exploration of the kaer, their presence 
will be detected by Tarun’s spirit. He is 
alerted by any casting of a spell, the 
outbreak of combat or by anyone 
opening the door to Room 6. 


At this point, Tarun will use his mental 
abilities to contact one of the PCs and 
plead for help. He will select a PC at 
random and this character will hear 
the words “help me” echo through his 
mind. These words will resound every 
few minutes, growing louder as the 
PC draws closer to Room 22. 


Room 5 (Checkpoint) 

This large octagonal room is ringed with 8 
doors including the one through which you 
entered. The ceiling and walls are daubed in 
sheets of webbing, though the floor is entirely 
free of it. 


This chamber is designed specifically to 
keep out intruders. All but one of the doors 
is false and will activate a trap if someone 
attempts to open it. What is more, the 
floor is ensorcelled with a powerful flame 
spell. It will scorch any creature touching it 
that is not holding one of the four shields 
bearing the Gowen stag from Room 3.The 
flame spell manifests as a flaming sword, 
inflicting 2D10 Damage and making a Step 
15 Spellcasting Test against the target's 
Spell Defence. 


The only real door leads directly west out 
of this room. Any other door that is opened 
triggers a Blade Trap (Gamemaster’s Guide, 
page 111). 


Room 6 

A short, half-collapsed corridor ends 
abruptly at the edge of a deep precipice. 
Spanning this chasm is a narrow stone 
bridge. From the machinery visible on 
the far side of the gulf, you deduce that 
the bridge can be raised and lowered like 
a drawbridge. Deep cracks permeate the 
stone of the bridge so that it puts you in 
mind of a fractured ice sheet covering a 
frozen lake. The sound of rushing water 
swirls up from the darkness below. 


If anyone examines the section of the 
corridor-wall that has collapsed, they will 
find claw marks in the stone. It looks as 
though the wall was torn down by an 
immensely strong, taloned beast. 


The stone bridge spanning the chasm is 
four feet wide and one foot thick. Heavy 
linked chains are connected to the eastern 
edge of the bridge. When a wheel located 
in the mouth of Room 7 is turned, these 
chains retract or extend, raising or lowering 
the bridge. 


The bridge is clearly damaged and if more 
than 200 pounds of weight is placed upon 


it, it will snap in the middle. Broken stone 
- and anything on the bridge at the time 
- will plunge into the icy waters below and 
be swept away. 


The chasm is 20 feet wide. Seventy feet 
below is the underground river that 
sourced the kaer with water. The chasm 
ascends to a rocky ceiling fifty feet above 
the bridge. 


A Damaged Kaer 

When Malvagio learned that Tarun 
had evacuated the kaer - depriving 
her of her food supply - she flew into 
a rage. |n her fury, she swept through 
the tunnels and chambers, tearing 
down walls and ceilings. 


As a result, sections of the kaer are 
not accessible during the course 
of this adventure. Of course, there 
is no reason why an inventive 
Gamemaster might not have the 
characters return to the kaer at a 
later date to fully excavate the site. 
Who knows what treasures or perils 
might lie undiscovered? 


Room 7 (Checkpoint) 

This simple, rectangular room has doorways 
leading north, east and south. There are 
two wheels built into the eastern wall by 
the entranceway. A strange and unpleasant 
smell hangs in the air of this chamber. 


The eastern doorway to this room houses 
a small but sturdy portcullis (Physical 
Armour 12, Death Rating 35). It is currently 
jammed in the raised position. 


Two wall-mounted wheels control the 
raising and lowering of the portcullis and 
the bridge. 


This unadorned room was built as a final 
checkpoint from which the kaer-dwellers 
could defend themselves against intruders. 
The strange smell in this room comes from 
the tiny amounts of ammonia seeping 
through from Room 8. 
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Room 8 (Store Room) 

This room was built to contain supplies for 
the citizens posted on guard duty in Room 
7. 


A few years ago cracks began to appear 
in the walls of the room, linking it to an 
existing cave network. A number of bats 
already using the caves flitted in through 
the narrow passages and began to roost in 
this room. 


Pushing open the door to this room is 
difficult and requires a Strength (7) Test. 
This is due to the mounds of guano 
blocking its movement. 


If the door is successfully opened, two 
things will happen: the bats will emerge 
shrieking ina flurry of beating wings; anda 
wave of ammonia will flood Room 7. 


Each character in Room 7 when the door 
is opened will be attacked for one round 
by a bat (Gamemaster’s Guide, page 156), 
before the swarm disperses throughout 
the kaer - most likely towards the ceiling 
in Room 6. 


In addition, each character in Room 7 
or 8 will begin to drown in ammonia 
(Gamemaster’s Guide,page 109- Drowning). 
This effect ends if the character moves to 
another room. 


Hidden amongst the piles of guana are 
a chest and a barrel. The barrel is filled 
with horribly spoiled wine but the chest 
contains carefully wrapped bone china 
crockery worth 200 silver pieces. 


The narrow fissures in the walls leading 
to the larger cave network are too small 
for even the smallest of the characters to 
crawl through. 


Room 9 (Hall of Words) 

This large chamber is roughly 40 foot square, 
with several corridors converging upon it, 
including a stairway leading down. The 
centre of the room is dominated by several 
statues. The largest, a towering structure of 
pale stone, depicts Garlen, the Passion of 


Hearth and Healing. Before her stand five 
human-sized figures - one of which has 
been roughly decapitated and scrawled with 
writing. 


Beyond the statues, warped and peeling 
benches line the walls, which in places are 
adorned with faded murals of forests and 
fields. Cracked and once-beautiful glass 
lamps, fashioned to resemble leaves, hang 
from the ceiling. 


When Harrowflint was still in use this 
chamber served as meeting place, where 
people came to socialise and discuss 
matters of importance. Plaques on the 
benches serve as dedications to those who 
lived and died within the confines of the 
kaer. 


The five statues standing before Garlen 
were built to honour the warriors who did 
battle with the Horror. The central carving 
is of Tarun.When Malvagio discovered that 
Tarun had led his people out of the kaer, 
she attacked and beheaded his statue. 
Since that time, the cadaver men that haunt 
the kaer (see Room 18) have scrawled 
the word ‘betrayer’ on the remains of the 
statue using cave-pig blood. Anyone that 
examines the severed head will detect a 
striking likeness to Orted. 


The stairs in the eastern wall of this room 
lead down to the lower level of the kaer. 
Any character standing at the top of the 
stairs can hear a rhythmical clanking noise 
echoing up the stairway (see Room 17). 


Room 10 

Clearly a store room of some kind, this small 
chamber contains numerous sacks, crates 
and boxes. Several odd aromas mingle and 
congeal in the stale air. 


This room contains many of the communal 
items that the fleeing kaer-folk did not have 
time to take with them. A thorough search 
reveals all sorts of flotsam and jetsam - old 
blankets and clothing, a variety of brittle 
tools, empty bottles and so on - but there 
are a few useful items as well. 


These are: 

e Several paintings and sculptures of the 
pre-Scourge world (250 silver pieces) 

e 4 suits of padded leather armour 
(treated with an anti-aging lotion) 

e ~=Cleaning Broom 

e 9 flasks of oil (3 silver pieces each) 


Room 11 

Identical in design to Room 10, this 

chamber houses personal items that 

people did not have room for in their 
private accommodation. Amidst the 
spoiled and useless knick-knacks are: 

e 2Heat Stones 

e Finely crafted dresser (50 silver 
pieces) 

e A redoubtable oak table (60 silver 
pieces) 

e A collection of rugs and carpets 
(treated with anti-aging agents) (350 
silver pieces) 

e An enormous tapestry depicting 
the ‘Birth of the Horrors’ (120 silver 
pieces) 

e A collection of folk tales by ‘Doublet 
the Bard’ in gold-leafed, leather bound 
volumes (75 silver pieces) 


Room 12 

The door to this room is concealed. A 
Perception (15) Test is required to find it. 
The door is made from stone and fits snugly 
into the wall. It may be pushed open (or 
pulled from within) and is set with a spring 
that automatically nudges it closed. 


This room is approximately square, perhaps 
five yards from wall to wall. The stone work 
is shrouded with webbing, as are the three 
chests that rest in one of the far corners. 
Hundreds of tiny skeletons and insect husks 
adorn the web-like macabre decorations. 
There are also other shapes, roughly spherical, 
suspended within the silk. 


The chests within this room contain 
some of the treasures that the people 
of Harrowflint Kaer were forced to leave 
behind and wished to keep hidden until 
their return. 
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The first chest contains a dozen silver, gem- 
encrusted goblets, each representing one 
of the 12 passions. The goblets are worth 
100 silver pieces each, though the full set 
is worth 2,000. 


The second chest contains a gold-filigreed 
mirror (250 silver pieces), an ivory brush 
(50 silver pieces) and a jewellery box 
containing various rings, bracelets and 
earrings. All told, this final item contains 
1,000 silver pieces worth of jewellery. 


The third chest contains a collection 
of silk robes and brocaded shirts that 
unfortunately have started to rot. They are 
worth no more than a few silvers. 


Hidden amongst the webbing are cracks in 
the walls, through which the kaer-spiders 
have entered. Unfortunately for the PCs, a 
cluster of nest pouches has been built in 
the webbing around the chests.A Dexterity 
(10) Test is required to access or move 
a chest without disturbing the nest. If a 
nest is disturbed, half a dozen kaer-spiders 
- hidden in the wall crevices emerge and 
attack the PCs. They will continue to do 
so until slain, or the PCs retreat from the 
room. 


Kaer Spiders 

DEX:6 STR:5 TOU: 4 
PER:3 WIL:4 CHA:4 

Initiative: 6 Physical Defence: 9 
Actions: 1 Spell Defence: 4 
Attack (2):8 Social Defence: 6 
Damage: Physical Armour: 1 
Bite (3):8 Mystic Armour: 0 
Death: 28 Recovery Tests: 2 


Knockdown:5 
Movement:6 


Unconsciousness: 19 
Wound Threshold: 7 


Legend Award: First Circle 


Powers: Climbing (6) 12, Poison (SD 5, 
Damage 5), Silent Walk (3) 9 


Room 13 

This large open room contains a sloping 
gulley along its western wall. In the stonework 
above it are several rusted pipes. Set into the 
floor of the north-eastern corner is a five foot 


deep basin. In the centre of its 10 foot square 
flooring is a grating. Several further metal 
nozzles are set into the walls of the basin. 


This room provided one of the few luxuries 
the folk of Harrowflint Kaer were free to 
enjoy — bathing. 


This room was once a bustling bath house. 
Deprived of maintenance, the system 
which once piped water up from the river 
below has broken. 


Room 14 

The northern wall of this chamber and the 
northward leading corridor outside it have 
both collapsed. The remains of weapon- 
training dummies, one crushed beneath the 
rubble, one still standing, suggest that this 
was an exercise room of some kind. 


Those responsible for safeguarding 
Harrowflint - along with those who simply 
wished to keep themselves in shape - 
would use this room to spar and work out. 


The northward corridor between Rooms 
13 and 14 once lead to the warren-like 
living areas. Malvagio's fury collapsed the 
structure here, meaning that this area of 
the kaer is inaccessible. 


Room 15 (Mushroom Farm) 

Entering this room once again introduces 
you to a number of strange new smells; 
this time the air is thick with the cloying 
smell of fungi. This entire chamber, which 
seems a naturally occurring cavern, further 
excavated in parts, is covered in mushrooms. 
They range in colour from deepest red to 
pale blue and have variously shaped stalks 
and cups. Several species produce their own 
luminescence, providing the chamber with 
an otherworldy glow. A single corridor leads 
northwards out of the cavern. 


Even with access to magical items and 
spells, the occupants of Harrowflint Kaer 
were always going to struggle producing 
conventional crops without soil or the 
sun. For the bulk of their nutrition they 
therefore turned to a number of specially 
grown mushrooms. These provided all 
the vitamins that were required to survive 


- along with a number of other useful 
products. These can be identified and 
harvested by a character who makes a 
Wilderness Survival (9) Test. 


The unusual mushrooms are: 

e __Lethey grey - a sleep-inducing 
mushroom that duplicates the 
effects of Keesra (Gamemaster's 
Guide, page 125) 

e Soldier’s Balm - a bitter, white 
fungus that grants anyone who 
ingestsitanimmediate,additional 
Recovery Test. Subsequent doses 
within a 24 hour period have no 
further effect. 

e = Flickering Fancy - a stimulant 
that increases a character's 
Perception by 2 steps. This effect 
last for 12 hours. During this time, 
the character finds it impossible 
to sleep. After this time elapses 
the character suffers two levels 
of Fatigue. Additional doses 
cause vomiting and belly-ache. 


1D6 doses of each type of unusual 
mushroom may be collected. 


As the PCs search this room, they will 
encounter a number of harmless blind 
worms feeding on the mushrooms. These 
creatures - known affectionately as cave- 
pigs by the kaer-folk - provided much of 
their meat. In the years since the kaer was 
abandoned the cave-pigs have escaped 
and now roam freely between Rooms 15 
and 16. 


Room 16 

This chamber is sectioned off into a number 
of pens, though the wooden partitions 
have rotted or fallen away in places. A 
number of eyeless worms, pink-skinned with 
pronounced pig-like noses, are nesting hither 
and thither. 


The cave-pigs are entirely non-aggressive. 
If attacked by the characters, the best 
they can do is crawl away and try to hide 
amongst the mushrooms. 
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Harrowflint K aer (lower level) 
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Lower Kaer 

Room 17 

At the base of the stairs leading down 
from Room 9 is an oddly shaped chamber, 
designed to create a bottleneck than can 
be easily defended from either side against 
intruders: 


Scale | |= Z yards 


This strangely shaped room narrows in the 
centre creating a bottleneck. At this point, a 
portcullis rises and falls every few seconds, 
sparking against deep groves worn in the 
floor. 


Amalfunctioning mechanism is continually 
raising and lowering the portcullis. Years 
of friction have worn away the stone and 


the pointed tips of the gate. Nevertheless, 
a Dexterity (7) Test is required to duck 
safely under the portcullis. A failed attempt 
inflicts 1D6 Damage. 


Hidden in the eastern half of the room is a 
switch that will lock the portcullis in place. 
A Perception (11) Test is required to locate 
this. 


a4 


Room 18 (Chapel of the Passions) 

The most ornate chamber you have seen so 
far, this room is a chapel devoted to all 12 of 
the passions. Likenesses of each Passion are 
carved into the walls and ceiling. There are a 
number of benches dotted around the room 
for people to sit and meditate. 


Of more interest than the room itself, however, 
are its occupants. Four figures, all positioned 
with their backs to you, sit as though deep in 
prayer. 


This chamber was a place of quiet 
contemplation for the generations of folk 
that lived and died within the confines 
of Harrowflint Kaer. It now serves as a 
‘home’ for the four unfortunate souls who 
accompanied Tarun in the attack against 
Malvagio and were slain in the attempt. 
When the Horror found it was all alone 
in the kaer, it used its power to restore a 
semblance of life to the warriors’ mutilated 
bodies, dooming them to a tortured 
existence as cadaver men (Gamemaster's 
Guide, page 278). 


The cadaver men have not conversed 
with outsiders for almost 80 years. This 
makes them curious enough not to act 
aggressively towards newcomers until 
they have had a chance to talk. 


Assuming the PCs are willing to engage 
them in conversation, the cadaver men will 
share the following information: 


e They are unable to leave the kaer 
whilst Malvagio continues to survive 
- or to go deeper into the kaer than 
the entrance to Room 19. 

e Malvagio left the kaer decades ago; 
they do not know where she went. 

e They were part of a group that went 
with Tarun to kill the Horror but were 
slain in the attempt. 

e  Malvagio has told them that Tarun 
betrayed them and made some sort 
of pact with her. 

e —Tarun’s soul is trapped somewhere in 
the kaer; they have felt his presence 
but he has never communicated with 
them. 


The cadaver men must be handled with 
care. If they learn that Orted is Tarun’s 
descendent they will be inclined to take 
him hostage until such time as the PCs 
locate Tarun’s spirit and force it to come 
before them to explain what happened 
after their mortal lives were ended. 
Fighting four such powerful adversaries is 
foolish in the extreme - Orted will see this 
even if the PCs do not - and the characters 
will be better off using their persuasive 
skills than their sword arms. If it comes to it, 
Orted will be willing to hand himself over 
as hostage: learning that the spirit of his 
ancestor is trapped in these halls, he will 
be as anxious as anyone to meet it and 
discover the truth. 


Room 19 (Diamond Chamber) 

When the PCs first encounter this room, it 
will still be protected by one of the original 
wards placed upon the kaer: 


Before the door to the next chamber, the air 
shimmers as though baked by the sun, and 
something in the air makes the hairs on your 
arms stand up. 


This mystical barrier blocks the passage 
of both physical objects and magic. Only 
Tarun is able to deactivate this spell and 
allow the PCs to enter the room beyond. 


If the PCs do get inside: 


This roughly diamond shaped room 
houses the kaer’s magic level indicator. This 
resembles a golden metallic ball, resting a 
few inches above a black stone bowl. Ancient 
maps hang at irregular intervals about the 
walls, Odd scraps of twine and cloth hanging 
from hooks indicate where more vital ones 
were hurriedly removed when the kaer was 
evacuated. 


Elsewhere in the room are a number of sacks, 
crates and boxes. 


The most significant item located amongst 
the containers is the Arcanical activation 
rod (see Room 23). This is stored within a 
purpose built wooden box, 12 inches long. 


The other containers hold: 

e = Accollection of botanical tomes 
A set of crystal figurines 
Assorted exotic dyes 
Several aged maps 
Navigational equipment 
Astronomical devices (telescope, 
star charts and so on) 


All told, the items in this room are worth 
1,400 silver pieces. 


Room 20 

This particular storeroom houses all sorts 
of mining tools and equipment, including 
helmets, lanterns, pick axes, rope, shovels 
and black powder. Harrowflint Kaer was 
not complete when initially occupied and 
work continued for many years to finish off 
the tunnels and chambers now in place. 


The black powder keg in this room contains 
20|bs of explosive.A single pound produces 
an explosion that inflicts 1D6 Damage, with 
a one yard blast radius. Each extra pound 
of explosive increases the damage by one 
step and the blast radius by half a yard. 


A single pound of black powder can be 
used to lay a fuse trail up to 10 feet long. 
A trail of black powder burns through at a 
rate of 10 feet per round. 


Room 21 

This small room was almost entirely 
cleared when the kaer was evacuated. A 
small amount of timber treated with anti- 
aging varnish is piled in the corner, along 
with several hammers and some nails. 


Room 22 (Tarun’s Prison) 

This room is sealed with an enormous stone 
door engraved with images of galloping 
horses. Just like the metal doorway hidden 
in the recess in Room 1, there is a key hole 
concealed in a horse's mouth. The second 
end of the key delivered to the PCs earlier 
in the adventure fits snugly into this lock. 
As soon as it is turned, read the following: 


There is a resounding click and the huge 
stone door swings open of its own volition to 
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reveal a solid but featureless room. A gust of 
chilled wind washes over you, ripe with the 
stench of death and corruption. In the centre 
of the room stands a lone, spectral figure. His 
back is bent, his head bowed. His eyes, when 
he lifts them towards you, are filled with 
sorrow. 


Lying facedown on the flagstones before 
this apparition are the skeletal remains of a 
man. 


The spectral figure is the ghost of Tarun 
Gowen. Now that the PCs have opened 
the door to his prison, he hopes finally 
to be free. However, he is well aware that 
Malvagio will not allow him to escape 
without a fight. 


The figure on the ground is Tarun’s own 
corpse, trapped here long ago.On the body 
is the second Bracer of Aras - the twin to 
the one Tarun lost in The Mire. There is also 
a suit of slightly rusted ring mail (Physical 
Armour 5), a warhammer, a dagger, a 
buckler and a lifeless light quartz. 


Wisdom of the Dead 

Tarun - whose voice is like a hollow echo 
- will tell the characters that in unsealing 
this room they will have alerted the Horror 
which long ago attacked the kaer. He 
says that they do not have long before it 
returns and must prepare themselves for 
the battle. 


With obvious urgency, Tarun will tell the 
adventurers that a hidden chamber (Room 
23) houses a mechanical device called 
the Arcanical. If they can activate this, it 
will give them a much better chance of 
defeating Malvagio.To do so, they will need 
to retrieve the activation rod from The 
Diamond Chamber (Room 19). Now that 
he is free, Tarun has the power to disable 
the ward protecting this room. 


Hostage 

It is possible that the PCs will not believe 
(or be interested in) what Tarun’s ghost has 
to tell them. The most likely reason for this 


will be a desire to take Tarun before the 
cadaver men so that he can explain his 
actions and Orted can be freed. 


If the PCs are insistent in their efforts to 
achieve this, Tarun will acquiesce. He will 
make his way to Room 18, there to confront 
his accusers: 


As Tarun enters the chapel, all four of the 
withered forms look up from their prayers. 


‘Lam sorry,’ begins Tarun. ‘It was never my 
intention to betray you. After each of you 
was slain by the Horror, | did not have the 
strength to defeat it on my own.! feared for 
my life - yes - but also for those of our friends 
and family.’ 


Tarun’s spirit glances down, overcome with 
shame. ‘| made a deal with the Horror. It 
would not leave its chamber - a room that 
would be specially sealed against intrusion 
- and in exchange it would receive a single 
life each year.’ 


One of the withered figures growls angrily. 


‘| thought that | would be free to choose 
who was sent,’ says Tarun. ‘A criminal or one 
who was already ailing. Perhaps myself, if 
necessary. But the Horror betrayed me. It took 
a young life. | knew then that it could not be 
trusted. 


‘In secret, | gathered our people and led them 
out into the world. We found anew home and 
| did my best to atone for what | had done.’ 


Tarun’s spirit moves his eyes from one 
withered face to the next. ‘| had no idea that 
the Horror would bring you back and torment 
you in this way.’ 


There is a heavy pause, then the figures move 
in to surround Tarun. They raise their hands 
one by one and place them on his shoulders. 
It is a silent sign of forgiveness. 


With tears in his eyes, Tarun turns to you. ‘We 
will fight this Horror together.’ 


Room 23 (Arcanical Chamber) 

The Arcanical is a mechanical marvel, 
constructed to protect the kaer from 
intruders. It resembles a three yard long 
chrome insect with large pincer claws. 


It may be entered via a hatch in its belly. 
Inside, there is room for two crewmen. 
One person lays with his arms inside the 
pincers; the other with each of his limbs 
fitting inside the four legs that move the 
contraption. 


The activation rod fits snugly inside a slot 
within the machine's inner workings. Once 
this is in place, the contraption is moved 
by the two pilots manoeuvring their own 
limbs and therefore requires no training to 
use. 

the 


The Arcanical has 


characteristics: 


following 


DEX: As rear pilot STR:as front pilot 
TOU: N/A 

PER: As front pilot WIL:N/A 

CHA: N/A 


Initiative: As rear pilot 
Physical Defence: As rear pilot +1 
Actions: 1 

Spell Defence: As rear pilot 
Attack: as front pilot’s DEX +2 
Social Defence: As rear pilot 
Damage: 

Physical Armour: 10 

As front pilot’s STR +9 

Mystic Armour: 0 

Death: 60 

Recovery Tests: N/A 
Unconsciousness: 50 
Knockdown: 15 

Wound Threshold: N/A 
Movement: 


Powers: Charge (2) 


Rules 

If the arcanical suffers 50 points of damage 
it is rendered inactive. If it suffers 60 points 
of damage it is destroyed. 
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Up until the point where the arcanical is 
destroyed, the two pilots suffer no damage 
from attacks directed against it. 


The arcanical attacks as a single creature, 
even though it needs two crewmen to 
operate. 


NB - the Death and Unconsciousness 
ratings provided allow for the fact the 
arcanical starts the fight slightly damaged: 
it was never fully repaired from the original 
battle with Malvagio. Fully repaired, it has 
Death 80 and Unconsciousness 70. 


Room 24 

Some of the items in this hidden store 
room were left behind by the kaer folk; 
others were collected by Malvagio during 
her centuries-long pillage across Barsaive 
and left here for safe-keeping. 


The items are: 

e Elemental long spear (Gamemaster’s 
Guide, page 134) 

e —Anivory harp (450 silver pieces) 

e = Chair of comfort 

e Naga-Scale Brooch 
Guide, page 137) 

e = Salve of closure 


(Gamemaster's 


e A sapphire necklace (120 silver 
pieces) 

e 650 silver pieces 

Malvagio’s Return 


From the moment the PCs enter Room 22, 
Malvagio will begin her journey back to 
Harrowflint Kaer. 


The PCs have time to do one of two things 
before she manifests and the climax of 
the adventure begins. They may either 
retrieve the activation rod for the Arcanical 
and power this up or they may take Tarun 
before the cadaver men and acquire them 
as allies. 


Once one of these has been achieved, 
Malvagio will manifest and seek to re- 
imprison Tarun and slay the PCs: 


The air splits like an overripe fruit and 
something black and putrid leaks in from 


beyond. It congeals like tar, taking the form 
of a pale-skinned woman with black hair 
matted to a lop-sided skull. Swarms of tiny 
white crabs scurry constantly over her ashen 
skin and beneath the surface grey veins pulse 
and flow. Her waist tapers to a stream of 
slimy flesh within which severed body parts 
twist and clench. Raising hands like rusted 
hooks, she glides forward menacingly. 


In his spirit form, Tarun will engage the 
Horror by attacking it on the Astral plane. 
This part of the struggle need not be 
played out - it simply adds flavour to the 
battle. 


Malvagio has been significantly weakened 
by the declining forces of magic in the 
world and has expended a great deal of her 
energies returning suddenly to the kaer. 
Even so, she should provide a significant 
challenge to the PCs. 


Malvagio 
DEX:10 STR:9 
PER:10 WIL:9 


TOU: 10 
CHA: 11 


Initiative: 10 
Physical Defence: 13 
Actions: 1 

Spell Defence: 13 
Attack: (1):11 

Social Defence: 15 
Damage: 

Physical Armour: 3 
Claws (2): 11 

Mystic Armour: 7 
Death: 52 
Recovery Tests: 5 
Unconsciousness: 45 
Knockdown: 9 
Wound Threshold: 15 
Movement: 7 


Legend Award: Fourth Circle 


Powers: Animate Dead (4): 13, Astral Sight 
(2):12 


Rules 

Malvagio revels in causing suspicion and 
fear but her true calling is the corruption 
of noble souls. 


Stealing the limelight 

The PCs must remain the stars of the 
show. If fighting alongside Tarun - 
and perhaps the cadaver men - their 
efforts must not be overshadowed. 
The Gamemaster may elect to 
describe the contribution of these 
allies - which should certainly not 
be ignored - without making them 
the focus of the battle. 


Another alternative is to let the 
players control the cadaver men 
during the fight. This will avoid 
the Gamemaster spending long 
periods of time running a battle with 
himself! 


Concluding the Adventure 

If the PCs manage to defeat Malvagio she 
will vanish screaming into a slimy, etheric 
vortex. Her death will mean the end for 
the cadaver men. Without the Horror’s will 
sustaining their unnatural life, they will 
crumble to dust. Before they go, the PCs 
may witness a look of peace pass over their 
withered features. 


Tarun, too, will be free to move on. He will 
have time to thank the PCs for their help 
and to wish his descendent good luck 
before he fades and vanishes into the 
ether. 


Depending on how much Orted has learned 
about his ancestor's deeds, he may need to 
re-evaluate a few things. Even so, he will be 
reluctant to destroy his ancestor's legend 
-unless the PCs leave him with little choice 
but to do so.At the very least, this will shake 
things up in Gabledown. 


All that will remain is to load up the wagons 
(or boat) and to transport the spoils back to 
Gabledown. Whether that journey proves 
easier than getting to the kaer in the first 
place is entirely up to the Gamemaster... 
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The world of Barsaive is infused with arcane 
energy. Even with the end of The Scourge 
and the receding magic levels, it remains a 
place of wonder - and horror. Accordingly, 
even the most mundane-seeming forms 
of life may possess unexpected powers. 
For the expert lore master or ingenious 
apothecary,a host of new potions, powders 
and cures are just waiting to be discovered. 


Presented here is a selection of bizarre 
flora and fauna that adventurers might put 
to use. Some are benevolent, while others 
are extremely deadly. 


Swift Stem 

So prodigious is the growth rate of Swift 
Stem (or ‘minute grass’ as it is also known), 
that an observer can watch it sprout and 
grow in less time than it takes to down a 
flagon of ale.Some scholars have theorised 
that it draws nutrients not just from the 
earth but feeds on magical energy in the 
air. Accordingly, it is often found near areas 
of unusual magical activity. 


A number of herbivores have taken to 
eating minute grass, not only because 
it provides a ready source of food but 
because of its ability to baffle predators. 
Swift Stem seeds deposited in dung will 
sprout almost immediately and within 1D6 
minutes will have grown to the height and 
density of one month old grass.In so doing, 
soil is turned and any tracks left by the 
herbivore are concealed by the fresh grass. 


Wily scouts and adventurers have been 
known to collect dung balls laced with 
minute grass seeds. These can be used to 
instantly provide food for a mount or to 
obscure one’s tracks. 


The Detection Difficulty for a Tracking 
Test is increased by two if the creature or 
subject being tracked has employed Swift 
Stem to obscure its trail. 


Stitch Weed 

Whether the adaptations employed by 
plants during The Scourge were an attempt 
to survive or a direct result of the magical 
contaminants that flooded the world is 
unclear. What cannot be denied, however, 
is the ingenuity of changes undergone by 
certain species. 


Notable amongst these are plants that 
developed the ability to produce seeds 
which could lie dormant for decades or 
even centuries. Only when introduced to 
very specific conditions - in this case the 
inside of a creature’s stomach - do the 
seeds ‘come alive’ 


Stitch Weed is one such plant. Once a seed 
finds its way into a host’s gut, it quickly 
latches on to the stomach tissue. It then 
absorbs a small portion of the host's food - 
not enough to make it ill but sufficient for 
the Stitch weed to grow tiny tendrils. These 
snake out through the host's body, gently 
winding themselves around muscles and 
sinew, cartilage and bone. After about 
a month, the Stitch Weed will have fully 
taken hold. 


From this point onward, the target creature 
is literally held together more effectively.As 
a result, his Wound Threshold is increased 
by one and he gains the Creature Power 
Regeneration (Gamemaster’s Guide, page 
153) at his Toughness Step. If the creature 
loses a limb the Stitch Weed is even able to 
re-attach it, so long as the limb was cleanly 
severed and no more than an hour has 
passed. 


Such benefits are not without drawbacks, 
however. Once the Stitch Weed has 
wormed its way throughout a creature's 
body it begins to increase the rate at which 
the host eats. The creature must now 
consume 50% more food than normal. 


The Stitch Weed tendrils are also visible: 
tiny green filaments criss-cross the eyes, 
and green ‘veins’ are visible beneath the 
skin. In addition, an attempt to use healing 
potions of any kind will meet with failure, 
as the Stitch Weed neutralises them - it 
needs the host to remain reliant upon it in 
order for it to ensure its survival. 


Hissing Cat 

Resembling an overly large and sharp- 
pronged dandelion, a Hissing Cat is an 
altogether more deadly plant. When 
agitated, it spits out needles - and if truly 
‘angered’ explodes in a shower of deadly 
barbs. 


Any creature that moves within a yard of 
a Hissing Cat risks alerting it. A Hissing Cat 
has a Perception Step of 4. If it detects the 
presence of aliving creature, it fires a single 
barb in its direction. For this Action Test, 
the plant uses a D12. If it strikes its target, 
the barb uses aD10 Damage die. 


If a Hissing Cat is directly handled in any 
way, it explodes, hurling needles in all 
directions within a three yard radius. This 
targets all creatures in range. For this 
Action Test, the plant uses D8+D6. The 
barbs inflict 2D8 Damage. 


A few clever adventurers have learned to 
pacify a Spitting Lion using spores from 
another member of its species. These can 
be collected from any needle that has 
been fired. In this way, the adventurers 
have learned to carefully ‘bag-up’ Spitting 
Lions and use them as traps - or in some 
cases as rudimentary grenades. 


Successfully pacifying a Hissing Cat 
requires a Knowledge Botany Test with 
a Difficulty Number of 10. Note that a 
pacified plant still needs to be treated with 
care, lest it explode prematurely. 


42 


Seeker Bugs 


These innocuous-looking bugs resemble 


wasps but have an_ iridescent blue 
carapace. Their singular ability is to sense 
the presence of their queen, wherever 
in Barsaive she might be. There are tales 
of Seeker swarms crossing oceans and 
deserts to locate their missing queen, so 
great is their devotion. 


Seeker queens produce an exquisite form 
of honey-like liquid which is prized both 
for its taste and antiseptic qualities. A 
wound coated in Seeker-Queen Dew never 
scars nor becomes infected. 


To an adventurer, Seekers can serve as 
an excellent means of keeping tabs on 
someone. By secreting a Seeker Queen 
about their target - which is no larger than 
a man’s thumb - they can use a member 
of the hive to track him down. Of course, 


this requires the ability to follow - or more 
typically - restrain the Seeker Bug. The 
most popular method is to place the insect 
inside a glass vial. It will continually butt 
against whichever side of the jar faces the 
direction in which the queen lies. 


An alternative use for Seeker Bugs is to 
take one away on a journey of exploration. 
So long as the queen to which the bug is 
loyal remains alive, it will always indicate 
the most direct route back to her. 


Purifly 

Not really flies at all these misshapen 
creatures resemble a cross between a large 
shrimp and a worm, with two shrivelled 
wings stuck on its back. So ungainly 
looking are these creatures that no one 
even thought about eating them. However, 
a particular inquisitive | apothecary 


discovered that they have a remarkable 
ability to absorb harmful toxins. 


Accordingly, travellers to unknown or 
inhospitable climes often take a purifly 
with them. Instead of drinking the local 
water themselves they feed it to the purifly 
and then drink the liquid that comes out 
the other end. Though few are happy to do 
this first time around the liquid produced 
is, without fail, clear and entirely clean 
water. 


In order to prevent a purifly escaping, their 
wings are usually clipped. Surprisingly 
this does not seem to bother them much 
and they seem content enough crawling 
around on the ground or on their owner's 
shoulders. 


For Steve 
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hters of Heaven 


By Hank Woon and Stephen J Black 


This article is an excerpt from the Cathay: 
The Five Kingdoms Player's Guide. Su Shen is 
one of the main characters in the Cathay 
novels Dark Shadows of Yesterday and 
Immortal Twilight. 


A A A 


“The wind swept the clouds of smoke into 
rolling waves through the village streets. 
Horrible wracking coughs mingled eerily 

with the screams of the wounded and | 
found myself shivering despite the warmth 
provided by the many burning homes. 

It was twilight and | had just arrived, barely 
missing the raid. | never learned whose 
troops had attacked the small border village. 
Were they soldiers from Shan Dei? Feng Dei? 
It didn’t matter; the story was always the 
same. | was just grateful | hadn't been there 
when it occurred. 


[rounded a corner and saw a child lying 
near a burning hut.A large, jagged gash ran 
across his belly and his life poured out in 

a gush, transforming the dirt beneath him 
into a sticky, muddy brown.! heard myself 
whispering a prayer to Garlen, wondering if 
she could still hear me in this foreign land. 


A woman knelt beside the boy, one hand 
clutching his, her other on his forehead. 
She whispered soothing words as he stared 
frightfully into her eyes, locking on as if 
afraid to look away. The woman had long, 
raven-black hair wrapped in a tight ponytail 
that fell down between her shoulders. 
Around her left wrist was a bracer made of 
leather and jade. Embedded into the jade 
were five pearls that were set into a pattern 
resembling the beginnings of a phoenix, 
though it looked as though several more 
were needed to complete the design. 


Beside her towered an obsidiman who 
watched her, silently. His skin was white 
with green shades, a coloring | had seen 


before among their kind, but the way his 
skin reflected the firelight | knew he was 
one of the celebrated jade obsidimen, who 
were legendary among Cathayans. His head 
turned slightly toward me as | neared, but 
other than that he seemed to ignore me. 


The boy's blood no longer flowed, and | 
feared he had died. When | looked at his face 
! saw that it was no longer twisted with pain, 

and | thought it confirmed my fear, but his 
eyes still gazed at her with awareness. Then 
| noticed that the boy was still breathing. 
Along, jagged cut remained on his belly, 
but it looked as though it had clotted.! 
moved to stand over him to get a closer 
look when the woman's hand suddenly shot 
out, seizing a handful of my expensive silk 
robe that I had just purchased in Heng Na 
the week before. | jumped, startled, and was 
about to object when | saw that her other 
hand was clutching a dagger.! tried to pull 
away but she was surprisingly strong. The 
dagger darted toward me so quickly that all 
| saw was asilver flash before | felt it slicing 
through my robe.| remember screaming 
something, though exactly what | cannot 
say. 


A moment later it was over.! opened my eyes 
to find the woman wrapping the long strip 
of silk she had sliced from my robe around 

the boy's abdomen. Shocked, | looked to the 
obsidiman, who stood staring at me, silently 
chuckling. | regained my composure with 

a show of dignity, though my pride was 
carried away on the winds, along with the 
pathetic, unnecessary pleas for my life. 


“I'm glad to be of service,” | said, trying to 
sound unruffled. 


She only glanced up at me before turning 
to the obsidiman and saying, “He will live.” 
She stood, and after tending several other 

wounded, the two began to leave. 


“Wait!” called, but they continued to ignore 
me. “Wait!”! shouted again, chasing after 
them.| figured it would be safer to travel the 
area with two who were so experienced. It 
took several hours before | could get them 
to talk to me, but that was how | met the 
Daughter of Heaven, Su Shen, and the jade 
obsidiman, Bei, and together the three of us 
had some grand adventures before us...” 


—From the Journal of Daylen Jagaro, 
Merchant of Bartertown 
A A A 


Long ago three human sisters traveled 
the many lands of Cathay offering their 
services as healers. All three had extensive 
knowledge of herbs and potions and soon 
their remarkable gift for healing became 
greatly sought after. 


After some time, word of these legendary 
healers reached the ears of the ancient 
phoenix Yu Mi, who traveled far to witness 
their renowned abilities firsthand. Yu Mi 
watched from a distance as the three 
sisters entered a village that had been 
stricken with plague, even when none 
of the Imperial Healers would dare do so. 
Despite it being clear that the sisters had 
not the power to save the victims, and 
despite the fact that staying meant risking 
their own lives, the sisters did not give up. 


This act of selflessness impressed the 
phoenix, who revealed herself to the 
three healers. With her great magic, Yu Mi 
restored the remaining villagers to health 
and then offered to teach the three sisters 
knowledge of the healing arts such as 
had never been shown to humans before. 
The sisters happily agreed. Along with the 
ability to heal, the phoenix taught them 
how to use their magic to fight. The ability 
to defend the weak, the phoenix told them, 
was just as important as the ability to heal 
the sick. 
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Their new abilities only aided in spreading 
their legends, and soon the three sisters 
were summoned to the Imperial Capital of 
Huan Wang. They found themselves before 
the Emperor, who asked them if they would 
teach his healers their arts. The three sisters 
agreed, on the condition that they would 
teach only females. When he inquired as to 
why, the sisters told the Emperor that their 
powers were to be used for the benefit of 
all Namegivers, not just the devices of one 
man. The aggressive nature of men would 
chance their powers one day being used 
to further some man’s petty fantasies, and 
that they could not allow. The Emperor, 
impressed with the women’s convictions, 
agreed. 


They were sent to the Tower of Secrets, to 
share the sacred temple with the Scholars 
of Secrets and to begin training a new 
generation of sacred healers.A Daughter of 
Heaven is an adept, following a Discipline 
native to Cathay that focuses on unique 
healing abilities. 


_ The Training of 
| the Daughters of 


Heaven 

Taking oaths that they will never 
marry, the Daughters of Heaven fill 
their ranks with both volunteers 
and orphaned girls. Because of the 
war, Daughters of Heaven often 
find orphaned children in raided 
villages. If the child is deemed 
acceptable, she is taken back to 
the Tower of Secrets for training. 


The education of a Daughter of 
Heaven consists of three distinct 
levels of training. Each level, 
when complete, is marked by a 
ceremony to commemorate the 
Daughter's growing level of skill. 


The first phase of training 
occurs when the initiate is 
j| just a girl. These individuals 
are educated in the ideas and 
philosophies of the healing arts. 
Their duties include tending 
the gardens and various other chores 
needed to run the Tower of Secrets 
such as cleaning, cooking, 
mending, and the delicate art 
of processing the silk in the 
tower’s silk garden. These many 
chores are designed to teach 
the initiate responsibility while 
instilling within her a sense of 
duty. Children who do not show 
promise in this stage are taken 
to the village of Ming Gu, where 
they are given to a family to be 
raised. 


The first phase of training 
endswhenthechildissomewhere 
between the ages of seven and 
ten. Often several children are 
put through the commemoration 
ceremony together to give them 
a sense of camaraderie, which 
will be important for them in 
their adult lives. 


a 


training revolves around 
Mets 


rigorous studies of the healing 


arts. These girls no longer tend to the 
needs of the tower, instead devoting 
16 hours a day to study. An initiate will 
remain in this phase until she is judged 
ready to move on, which can be as young 
as twelve or as old as eighteen. 


The third and final phase of an 
initiate’s training occurs when she is 
deemed ready for practical experience. 
Girls at this stage of training accompany 
a seasoned Daughter out into the war- 
torn countryside of Cathay where they 
learn firsthand what it means to be 
someone’s only means of survival. In 
this phase a young Daughter learns 
about both life and death, and that 
to truly know one, she must know the 
other. 


The third phase usually lasts many 
years, after which time the initiate 
returns to the Tower of Secrets to 
celebrate her official induction into the 
Daughters of Heaven and her initiation 
into the First Circle of knowledge. She 
is awarded her jade bracer, and from 
then on is free to travel Cathay as she 
wishes. 


TMMORTAL TWILIGH 


The second phase of their = 


ths 
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The Daughters of Heaven 


The Daughters of 


Heaven Today 


After the death of the last emperor 
and the sundering of the Empire 
into five kingdoms, the need for the 
Daughters of Heaven has never been 
greater. The war-torn land of Cathay 
has produced a deep-seeded hostility 
in the hearts of many people as famine, 
plague, and war continue to rob them 
of their loved ones. Constant raids from 
neighboring kingdoms and _ foraging 
from their own armies have left many 
peasants with very little to take care 
of themselves and their children. The 
Daughters of Heaven actively seek out 
those who are in need, but the need far 
outmatches their limited resources. 


The Daughters of Heaven, once held highly 
in the Empire's heart, are now treated with 
suspicion and fear. After the Empire fell 
the Daughters stayed loyal to the Tower 
of Secrets, remaining neutral in political 
concerns. If they happen upon a battlefield 
they do not hesitate to heal the wounded 
on both sides. This act of benevolence, 
however, marks them as traitors to all sides; 
although most armies grudgingly accept 
their help, they rarely thank them for it. 


Only the peasants thank the 
Daughters. This is fortunate; since the 
Daughters provide their healing arts for 
free, they are often without coin for food 
or shelter. In nearly any village in Cathay 
a Daughter may find both, although she 
will never accept the food if the family is 
on the verge of starvation. 


Because of their vows to protect the 
innocent, the Daughters sometimes find 
themselves battling soldiers. Since the 
armies of warring kingdoms rarely care 
about peasants, rape and murder are 
common occurrences. Even if death is 
certain, a Daughter of Heaven will not 
stand idly by to watch the innocent be 
slaughtered. Because of this attitude 
there is more than one Cathayan general 
who has vowed to kill any Daughter of 
Heaven he sees. 


A A A 


Daughters of Heaven quickly learned their 
lessons, and often travel with a group of 
other adepts for protection. 

—Jel Lang, Human Scout 

A kh A 


In addition to protecting the weak, 
protecting herself is vital for a Daughter 
of Heaven. Daughters of Heaven are often 
attacked while on missions. Because of this 
they have become specialized in a variety 
of weapons, such as the tail of the peacock, 
the bang, and a variety of swords. The 
Daughters also have a wide range of both 
defensive and offensive talents. Any enemy 
who is thinking of attacking a Daughter of 
Heaven is always careful to count the pearls 
on the Daughter's jade bracer first! 


The most famous Daughter of Heaven is 
the human, Su Shen, who recently reached 
Ninth Circle. She is often found traveling 
with the jade obsidiman, Bei. 
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Su Shen 


Attributes 
DEX (14): 6# 
STR (16):7 
TOU (18):7 
PER (13):6 
WIL (17):7 
CHA (10):5 


Characteristics 
Initiative: 5 

Physical Defense: 12 
Physical Armor: 8 
Spell Defense: 8 
Mystic Armor: 3 
Social Defense: 8 
Death: 96 

Recovery Tests: 3 
Unconsciousness: 79 
Knockdown: 7* 
Wound Threshold: 12 
Movement: 6 

Karma Points: 45/45 
* Su Shen knows the Wound Balance 
talent 


Daughter of Heaven Talents 


(Knacks) 

Abate Curse Y (5): 12 
Anticipate Blow Y (5):11 

Astral Sight Y (5): 11 

Avoid Blow ° (9): 15 

Blade Dance’ (8): 14 
Counteract © (9): 16 

Disarm (9):15 

Durability [6/5] (9) 

Embrace of the Phoenix ° (9): 15 
Fireblood (9): 16 

Fire Heal ° (9): 16 (Wound Heal) 
Gift of the Phoenix © (9): 16 
Improvised Poultice ° (9): 15 
Karma Ritual ° (9):9 

Life Check ° (9): 16 

Lifesight ° (9):15 

Melee Weapons (11): 17 25M 
Parry (9):15 

Poison Resistance (1):8 

Sense Poison (9):15 

Shackle Shrug (9): 15 

Shield of the Innocent ° (1):6 
Speak Language (2): 8—(Dwarf/ 
Throalic,Gar) 


Thread Weaving [Thread Mending] © (9): 
15 

Touch of the Phoenix ° (9): 16 

Unarmed Combat (9): 15 

Versatility (5):5 

Wound Balance 8 (9): 16 

> Discipline Talent (The adept may spend 
Karma on this Talent) 

Italicized Talents Require Karma. (Except 
when also a Discipline Talent) 

Y Talent learned through theVersatility 
talent. 

DsML Melee Weapons + 2 Rank Bonus and 
Blade Dance +3 Rank Bonus from Dawn 
Spreads Morning Light 


Skills 

Acrobatic Strike (6): 12 

Cathayan Culture * (5): 11 

Climbing (5): 11 

Conceal Object (5): 11 

Gar Tribes * (3):9 

Great Leap (5):11 

Maneuver (5):11 

Read/Write Language (1): 7—(Cathayan) 
Speak Language (1): 7—(Cathayan) 
Throwing Weapons (2):8 

Tracking (5):11 

Wilderness Survival (5): 11 

4 Artisan Skill; “Knowledge Skill 


Armor 

Footman’s Shield (Forged +1; Phys 4; Init 
1; Deflect 2/0; Shatter 17), Hardened Vest 
(Forged +1; Phys 4) 


Weapons 

Dawn Spreads Morning Light (Rank 6; 
Damage 16; Melee Weapons +2 Rank 
Bonus; Blade Dance +3 Rank Bonus; -3 
Harried + Overwhelmed penalty to a target 
of the Blade Dance; Dazzling Blade ability; 
2 Strain Points; Standard Action; Melee 
Weapons Test versus Physical Defense of 
a target, on a Good Result the target is 
Dazzled, taking a Full Darkness penalty for 
10 combat rounds; see Magical Treasures 
p.130 of the Cathay Gamemaster’s Guide) 
Dagger (Damage 9; Range 10-20 yards/5- 
10 hexes) 


Thread Items 
Protective Amulet (Rank 4; SocDef +2; 
SpellDef +1; Resist Taunt +1 Rank Bonus) 


Equipment 

Adventurer’s Kit, Belt Pouch (for money), 
Blessing of the Rooster Potion, Climbing 
Kit, Favor of the Serpent Antidote, Fires of 
Mount Tihan Potion, Healing Kit (3 uses), 
Howl of the Wolf Potion, Jade Bracer with 
nine pearls, Luck of the Monkey Salve, 
Meditation of the Monk Potion, Quiet 
Pouch (for potions), Potion of Endless 
Wandering , Scale of the Dragon Salve, 
Snows of Mount Xan Potion, 3 x Tears of the 
Phoenix Potions, Traveler’s Garb, Vitality of 
the Boar Potion 


Loot 
66 Cathayan gold pieces 


Legend Award 
Ninth Circle 


Notes 

Su Shen possesses the human racial 
ability of Versatility. Su Shen has used the 
Versatility talent to purchase the Abate 
Curse, Anticipate Blow, Astral Sight, Blade 
Dance, and Speak Language talents. 


Daughter of Heaven Abilities 
Second Circle: +1 Physical Defense 
Fourth Circle: Karma on Toughness-only 
Tests 

Fifth Circle: Gift of Heaven 

Sixth Circle: Karma on Willpower-only 
Tests 

Seventh Circle: Karma on a test made 
by an adjacent target to heal damage or 
resist poison/disease 

Eighth Circle: +1 Physical Defense 
Ninth Circle: Trust of the Phoenix; Karma 
on Recovery Tests 


73 


A Discipline designed after the 
Templar Knights of old. They are the 
soldiers of the Passions, seeking to 
defend their Faith and bring the light 
of their Passion’s ideals to the dark 
corners of Barsaive. 


The following document was drawn 
from an interview with a human named 
Michael Janussen by my colleague Jerriv 
Forrim. In my studies of ancient Landis 
I had noticed some rather unusual 
references to a Discipline whose followers 
drew on the Passions for their power. 
I sent Jerriv to follow up on this, not 
expecting too much, but was astounded 
at the new knowledge he brought back. 
I now present it to you humble reader, a 
document which brings to our attention 
the almost forgotten, but still active 
Discipline of the Paragon and their place 

in todays society. 
Merrox, Master of the Hall of 
Records 


Upandal guide me through this time of 
darkness, 
Guide my eyes so I might see thy enemy, 
Guide my arm so I might strike true, 
Guide my heart so I shall not falter. 
With your aid I will defend my charge, 
Until Death reaches from his fiery prison 
to claim my soul. 
(Prayer of Kylum Ross, 
Paragon of Upandal and resident of 
Landis during its final days) 


I wish first to thank Merrox for 
documenting my idle reflections, 
and hence submit these words for 
his approval. My name is Michael 
Janussen and I ama Paragon of Garlen. 
What is that? You have never heard of 


the Paragon? That indeed is a sad state 
of affairs but not wholly surprising, 
considering my Discipline has all 
but been forgotten since the Scourge. 
Despite this, those readers who reside 
in Travar have no doubt heard of me, as 
I can often be seen in the hospice near 
its centre. Most assume I am a Warrior 


in the hospice’s service but nothing 
could be further from the truth. 


A Paragon, though a soldier, is very 
different from a Warrior in many 
ways. For one thing, a Warrior lives 
in the moment, whereas I must always 
look to the future for to interpret my 
Passion’s desires. A Warrior strives for 
battle, whereas I battle primarily to 
defend my charge and my Passion’s 
ideals. Finally, and perhaps most 
importantly, a Warrior is guided by 
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his instincts, I by my Passion. I am her 
follower, her devotee, and her soldier. 


I seek not glory for myself but for 
her. This is the truth and heart of my 
Discipline. 


On the Paragon and the 
Questor 


Isee from your glazing eyes and feigned 
interest that you believe you have made 
a grievous error. While your colleagues 
are creating masterworks, you sit in this 
sparse chamber listening to the pious 
ravings of a deluded Questor. Don’t 
fret, my friend, I am not insulted and 
my respect for your mentor will not 
allow me to be dissuaded from giving 
this account. So let me assure you that 
the Paragon is not just a common 
Questor, but far more. 


To explain, let me digress to something 
closer to your heart. Within the Great 
Library lies a copy of the council 
compact, something which I know 
lies very dear to all you Throalites. 
This is especially true to those of you 
who consider yourself enlightened 
souls. It, on the surface, is not much 
more than a vast set of rules, laws and 
stories, yet it is, in truth, much more. 
It is an ideal to live by and to aspire 
to. It is a document which lays down, 
without question, the rights of every 
individual regardless of race or status. 
It is something which transcends the 
sum of its ideas. It is something so 
powerful, so sacred to the hearts of the 
Throalic people that they are willing 
to fight to protect it. Indeed, protect 
it they must, for with it not only 
have they forged a great nation which 
extends even beyond the gates of their 


city, but has set them in opposition 
to the Empire. All this, is because 
of a book based upon a few simple 
convictions! 


An ideal can indeed have great power 
and this leads some to assume that 
they are immortal. This belief is 
compounded by the intangible nature 
of an ideal. This, unfortunately, is 
a fallacy. Every Paragon knows this. 
You could easily liken the life of an 
ideal to that of a Namegiver. It has 
a birthing, a period of development 
into full realisation, followed by a slow 
stagnation, and perhaps even death. 
During this period it may sicken 
and could suffer from the actions of 
opposing forces. To prevent this, it 
needs people to nurture, propagate 
and breathe renewed life into it. It 
also needs protectors and soldiers 
against those who would destroy it. A 
Questor in this analogy would be of 
the former variety, whereas Paragons, 
we encompass both of these roles. 


This difference is more than academic 
but a fundamental difference in 
philosophies. To prevent the teachings 
of the Passions from deteriorating 
naturally Questors seek to become the 
embodiments of the Passions ideology. 
They set out on a spiritual journey 
which fosters belief and respect in 
others. Their lives are dedicated to 
following the core values of the Passion 
and they are devoted to this. The 
Paragon's outlook however is far more 
complicated, while they must adhere 
to their Passion'’s ideals generally, 
they must also take whatever means 
necessary to fight for and defend their 
Passion’s interests. This will oftentimes 


result in a conflict of interest within 
the Paragon. 


For example, for a Questor the world 
exists in black and white, truth and 
lies, right and wrong. They forget 
that a man who abhors violence may 
still fight to defend his family without 
guilt and a woman who loves life may 
take it so that she would not be forced 
to reveal the location of her children. 
Similarly a Paragon while defending 
the ideal of freedom may be called 
upon to take some prisoners and indeed 
must do so. They are not wrong in 
this or any less devoted to their beliefs. 
However, if they do so too lightly they 
may lose the favour of their patron 
Passion. A Paragon knows this and as 
such is not permitted the simplicity of 
the Questor’s conceptualisation of the 
world. 


For a Paragon, devotion is not just 
acting in accord with his Passions 
beliefs but doing what is necessary 
to ensure their continued existence. 
Yet, though we are often called upon 
to do things in ways contrary to our 
Passions ideals, we are not spared 
from our Passion’s ire in doing so. We 
must defend our charge and carry out 
our tasks to the best of our abilities. 
To fail to do so often results in the 
magic of our Discipline fading for a 
time. Yet, we also share the abilities 
of the Questor and our advancement 
is tied to these. This contradiction is 
central to understanding our path. We 
live in a world of shifting greys and 
must always strike a balance between 
performing our duty and acting in 
accord with our Passion’s ideals. 
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On the Forgotten Nature 
of the Paragon Discipline 


Ours is an ancient tradition. Since 
long before the Scourge, the Paragon 
has existed. In all the major nations of 
Barsaive; Scytha, Throal, Landis, and 
Jerris, to name but a few, the Paragons 
founded large, sacred orders to serve 
the interests of their Passions. At this 
time, worship to the Passions was 
quite different than it is now. It was 
more secular, more organised, which 
strengthened the Paragons position 
both in the eyes of the people and in 
politics. Essentially, this is where the 
name Paragon stems from, we were 
seen as heroes and shining examples 
of the ideals of our Passions. Our 
history is filled with glorious deeds 
and brave last stands in the defence 
of our beliefs, but also the occasional 
skirmish between these orders when 
working at cross purposes. On the 
coming of the Scourge, the Paragons 
were united as one in defending the 
people of Barsaive while they scurried 
to finish their Kaers. In fact, many of 
my predecessors, even whole orders, 
chose to stay outside while the doors 
shut behind them, lest any Horrors 
slip inside. 


‘T have found numerous references of 
these skirmishes that Michael mentions 
but from my reading they were much 
more frequent and violent than he alludes 
to. I, personally, am thankful we live in 
a time where we no longer go to war for 
the sake of religious ideology despite the 
loss of the Paragons glorious deeds”. 
Jerriv Forrim, 
Scribe of the Great Library of 
Throal 


Most of these stories however, have 
been lostto obscurity, only remembered 
by the Paragons themselves. This is 
primarily dueto Paragonsthe Discipline 
being greatly reduced in number due 
to the sacrifice of those who stayed 


outside but also because Paragons 
seek not glory for themselves or their 
Discipline but only their Passion. 
This led to whole societies forgetting 
our existence entirely. Compounding 
this, the changing attitudes towards 
the Passions towards a more holistic 
worship, led to significantly less people 
with the singular devotion necessary 
to become a Paragon, further reducing 
our numbers. As a result, history 
tends to record us by the names of 
our orders rather than our Disciplines. 
Sifting through the records of your 
Great Library, no doubt you will find 
mention of the Guardian Knights of 
Upandal from Landis, or the Templars 
of Thystonius that once were based 
in Jerris. These were Paragon orders 
but alas are no longer remembered as 
such. 


‘T have indeed found some mention of 
the Guardian Knights in Landis in my 
recent studies, but no mention of the 
Paragon, or even that they were devoted 
to Upandal. If Michael has some records 
to back these claims up I would be 
extremely interested in seeing them.” 
Merrox, 
Master of the Hall of Records 


Nowadays, we are much fewer in 
number as I have said, though not 
quite so rare as Merrox seems to 
elieve. We Paragons exist in man 
bel We P. t y 
parts of Barsaive but, though our 
eeds are considerable, we have large 

deed. derable, we have largely 
gone unnoticed. This again is down 


to the very nature of my Discipline 
as we seek not glory for ourselves but 
for our patron Passion. As such, our 
deeds are often considered to be other 
Adept Questors. Our obscurity has 
caused agitators who have heard of us, 
to sometimes label us secret cults and 
societies but, generally, this is not so. 


On the Shield as the Core 


of the Paragon Discipline 
In many ways, the shield defines the 
Paragon. Almost all Paragons I have 
met have carried a shield emblazoned 
with a symbol of their patron Passion. 
This is no accident. At the crux of the 
Paragon Discipline is a single concept, 
defence of your charge. This has been 
touched on previously but I'd warrant 
you want some elaboration on it. Let 
me start with a brief history of my 
Discipline. 


A Paragon is a defender of his faith. 
This is not an abstract statement, but 
in a very real sense, we must devote 
ourselves to defending something 
of importance to our Passion. This 
could be an object, a person, a place 
or a nation. The details of what is to 
be protected for each individual are 
dictated by order they serve, but the 
opinions and desires of the Paragon 
themselves are always given utmost 
consideration before he is given a new 
task. In keeping with the importance of 
this in our Disciplines, our orders are 
normally named after those things we 
spend the most resources protecting. 
For example, a well established Order 
of Jaspree, the Order of the Blue Rose, 
is based in Urupa and cares for that 
most interesting of flowers in the 
temple district. 
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On Paragons of Different 
Passions 


Paragons of different Passions are 
not as different as you might think. 
Certainly we strive for different goals 
but the means with which we seek 
these goals are similar. Despite this, 
we are not of one ilk and Paragons 
of different Passions have slightly 
different Talents. There is thankfully 
however, little strife between us these 
days, as we understand that though 
sometimes our specific aims may be 
contradictory, our overarching goals 
are very similar. 


A Paragon does not have to find 
someone with the same patron Passion 
to be trained, due to the similarity of 
the Paragon Disciplines following 
different Passions. The only exception 
to this is when we progress to the next 
tier of advancement such as from 
Novice to Journeyman. At these critical 
junctures, we are trained in the use of a 
Talent close to the Passion’s heart, and 
hence this training must be received 
from a Paragon of similar faith. 


Where Paragons of different Passions 
do differ greatly is in the prevalence and 
the goals of the orders we serve. Since 
the end of the Scourge, these Orders 
have become more established but are 
still small in number. My own passion 
Garlen has the most orders dedicated 
to her. This may be for a number of 
reasons, but I suspect it is because 
protection and guarding are a second 
nature to many of her Questors, so it 
not such a great leap in philosophy 
for them to become Paragons. Orders 
include “The Order of the White 
Hand” in Throal and “The Guardians 
of the Faith” in Travar. Generally these 


orders dedicate themselves to guarding 
communities, the innocent and people 


important to Garlen. Some however, 
are dedicated to a greater, more specific 
goal, such as the aforementioned 
Guardians who seek to find a way 
to reverse the corruption of the Mad 
Passions. Paragons in their employ 
often are charged with protecting 
magical or pattern items associated 
with these mad Passions and must not 
only guard from external enemies, but 
also against their own corruption from 
contact with such infernal items. 


Jaspree has probably the next most 
common number of Orders. These 
are often located in places of great 
natural beauty, protecting them from 
destruction. Two orders I know of 
are “The Order of the Blue Rose” in 
Urupa and the “Tenders to the Silent 
One” from the Liaj jungle. The 
Tenders are especially interesting, as 
they seem to have bypassed the great 
dragon Usun’s normal antipathy 
towards Namegivers. As far as I can 
tell, they have done this by becoming 
totally subservient to his will. 


Upandal is also a Passion who 
frequently makes use of Paragons. 
Certainly his orders are active in most 
of the major cities of Barsaive. These 
steadfast soldiers most often work with 
the forges and guilds of Weaponsmiths 
and, uniquely, aren't always connected 
to an official order. One that is, is 
“Upandal’s Might” in Throal whose 
monumental task is no less than 
protecting the entire Kingdom itself. 
Most often, Upandal’s 
are charged with guarding magical 


Paragons 


items of great power or sites of large 
constructions. 


Ihave 

met few of Astendaar’s Paragons but | 
believe there is at least one order based 
in Urupa. I have uncovered little of 
their motives or their name but I do 
know they are somehow connected to 
the Amphitheatre there, which is not 
wholly unexpected. I imagine these 
most often would be charged with 
protecting works of art but that is just 
conjecture on my part. 


Mynbruje’s Paragons tend to work as 
protectors of the law and justice in 
some way. When I have encountered 
them they normally have a position 
of guards, village elders or judiciaries 
of some kind. There is the “Swords of 
Justice” in Haven who, I believe, want 
to recover all of Parlainth and the 
“Keepers of the Code” again based in 
Throal who aim to keep the Council 
Compact from being altered. 


“To my mind, the author’s emphasis on 
protection is a prejudice based on his 
Passion’s outlook. Not all Paragons see 
themselves solely as defenders. Some of us 
see ourselves more as liberating soldiers, 

fighting those who would oppress us.” 
Guiden Lanebreaker, Ork Paragon 
of Lochost 


Of the remaining Passions I know of 
very few Orders dedicated to them, 
although that is not to say they dont 
exist. I have heard tell of one called 
“The Order of the Silver Shield” 
dedicated to Chorrolis, protecting 
trade routes across Barsaive, though 
I have never met a Paragon in their 
service. I have also met Paragons of 
Lochost who were unwilling to tell me 
of their orders. Of course, it is entirely 
possible that the hierarchical structure 
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of orders would be against their very 
nature and, if they exist, would most 
likely be very different to those within 
my experience. The majority of the 
Paragons who sacrificed themselves 
on the coming of the Scourge were 
those dedicated to Thystonius and 
Floranuus. As such, these have been 
most affected by this loss. 


Thankfully, orders dedicated to the 


Mad Passions are almost non-existent. 


“That you believe we do not exist, merely 
emphasises our strength, misguided 
one!” 

Anonymous 


On the Path of Devotion 


A further reason for the rarity of the 
Paragon in this age is the difficulty 
involvedinbecomingone. Spontaneous 
initiation is almost unheard of, and 
those few which do undergo this are 
considered to be especially chosen by 
the Passions. Ironically, these can find 
themselves becoming the charges of 
other Paragons rather than protectors 
themselves, but eventually they will 
be asked to do the most dangerous of 
tasks. Such is the will of the Passions. 


Occasionally, we approach Questors 
ignorant of our existence who have a 
dedication to our goals that is beyond 
question. However, most often the 
candidate will approach someone 
from the order first. In order to 
even be considered for initiation the 
candidate must first be a Questor of 
the appropriate Passion and often 
is an Adept as well. The candidate 
then undergoes a gruelling interview. 
The candidate is asked about all areas 
of his life from his past deeds, to his 


perception of the governing bodies, 
to his opinion of his neighbours. The 
purpose of this interview is to assess 
the underlying philosophy of the 
candidate and his relationship with his 
Passion. 


If the candidate is not rejected 
outright, this is followed by a period 
of service to another member, usually 
a Journeyman, of the order, who may 
eventually become his mentor. The 
candidate is stripped of all weapons 
and armour, forbidden to wield any 
others for this undefined period, and 
must at all times cater to his mentors 
needs. This normally proves to be 
too much for Adepts who are already 
heroes in their own eyes. They resent 
being reduced to fetching firewood 
and making tents, while their mentor 
barely acknowledges them and they do 
not last long in this role. Paragons that 
continue through this period however, 
later consider this time as a time of 
great learning. During this time they 
learn not only humility but that they 
exist in servitude to a greater power. 
The duration of this period varies but 
normally, after about a month, the 
candidate will begin to show signs 
of his potential in the form of Adept 
abilities. The mentor will then bring 
the Adept back to the order and meet 
with the panel to discuss his progress. 
If this meeting goes well the candidate 
will be initiated. 


Upon initiation the candidate will be 
given his shield and sent out into the 
world. This shield is a symbol of the 
power of his Passion and he must seek 
out danger, bringing this token of light 
into the dark places for others to see. 
He must bring the glory of his Passion 


to the land, protecting and carrying this 
token until his last breath. Throughout 
his novice career, the Adept will be 
asked to fulfil tasks appropriate to his 
abilities by his mentor who, unlike 
in other Disciplines, remains close to 
the Adept. During this time, there 
is a focus on physical fortitude and 
defending his charges. The Adept 
learns abilities to better guard himself 
and those around him. 


The Adept faces a similar trial of 
competence when he wishes to ascend 
to Journeyman status. This ascension is 
no mean feat and the Adept must again 
present himself before a panel. This 
time there is no interview however, and 
the Adept is given the daunting task of 
seeking out and capturing an enemy of 
the Order to bring before them, alive. 
The enemy, or in some cases enemies, 
are carefully selected by the panel to 
be a difficult task and in times of great 
peril a number of Paragons may be 
sent to take on a very dangerous foe. 
The enemy must be taken alive, and 
the quest is considered a failure if he 
is killed before being brought before 
the panel, as it is not for the Adept to 
decide his fate. Upon completion of 
this task the Adept may advance. The 
Journeymen are the workhorses of the 
Order and are set numerous tasks. The 
focus at this stage is on developing 
the more spiritual aspects of the 
Discipline and the Adept begins to feel 
the Passion’s touch upon him. At this 
time the Adept is able to project an 
aura of his faith, protecting all within 
from those who would do them harm. 
He can also call upon his Passion to 
strengthen his resolve and vanquish 
his fears, allowing him to stand against 
the most perilous of enemies. 
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Wardens of our Discipline are so rare 
it is impossible to generalise about 
the tasks required for advancement 
to this stage. Suffice it to say, that it 
invariably involves a quest which 
will test the resolve of the Adept to 
retrieve something of importance to 
his Passion. The Adept must show he 
has mastered his fear and retrieve this 
item, travelling into a Horror scarred 
or other frightful location to do so. 
On completion, the item in question 
may either be put in the charge of the 
Adept or given to another Paragon 
depending on its nature. The Warden's 
advancement is characterised by several 
unique Talents. The most powerful 
of which is arguably the ability to 
summon mighty Harbingers to come 
to our aid. These Adepts are generally 
put in charge of protecting the most 
valuable and core values of the order 
and it is from their ranks that new 
members are chosen to decide its fate. 
Ironically, the Adept will find himself 
being set fewer tasks at this level of 
his career, and will most often be 
called upon to attend panels to decide 
on the tasks necessary for others to 
perform. This is because the Adept 
is now considered to be in tune with 
his Passions goals and no longer needs 
guidance by his peers. 


Due to the rarity of our Discipline, it is 
often the case that a Paragon is in need 
of a ghost master. This is especially 
true for those few souls outside the 
orders, but even within there are times 
when no teacher is available despite the 
qualifications of the Adept. However, 
the Orders attempt to control the use 
of this ritual. The inner fraternity of 
many order holds records detailing 
the names and other details of a large 


number of ghost masters, most of 
whom fell before the Scourge. They 
guard these manuscripts vigorously 
but if an Adept is deemed worthy, one 
of these is selected for him. 


On the Races and the 
Paragon 


To my mind the Paragon is most 
suited to those races which in some 
legends are said to be born from earth: 
the Dwarf, Troll and Obsidiman. The 
Obsidimen and Dwarves are solid in 
mind and body, meshing well with the 
outlook of almost all Paragons. Trolls, 


though they often lack the sense of 
purpose necessary at initiation, also 
advance quickly due to their fortitude 
and sense of honour. Despite this, it is 
almost unheard of for Trolls to become 
Paragons of Astendar, Chorrolis or 
Jaspree. 


Orks 
become Paragons but we are often seen 
to be without the conviction needed 
to advance to the higher Circles. The 
Elves’ long lives and spiritual outlook 
also holds them in good stead but 
they are unlikely to become Paragons 
of the more physical Passions like 


and Humans occasionally 
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Lochost or even Upandal, preferring 
instead Jaspree and Astendar. Only 
the Windling and T’skrang races hold 
no Paragons among them. I suspect 
this is down the flighty nature of 
the windlings and the emphasis on 
flamboyance, characteristic of our 
leathery friends. 


“T would emphasise that the author spend 
less time worrying about the texture of 
our skin, and more about the continued 
existence of his own when making such 

remarks” 
T’chara D’kil’enska V’Strimon, 
T’Skrang Swordsmaster 


Game information 

Paragons are the soldiers chosen by 
the Passions to defend their works and 
spread their influence to all corners 
of Barsaive. They normally organise 
themselves into military orders headed 
by an inner core or fraternity and 
focus primarily on defensive and social 


Talents. 


Important attributes: Willpower, 
Charisma 


Karma ritual: There is some variation 
between Paragons of different Passions 
in the precise nature of their Karma 
ritual. Most however, consist of the 
adept kneeling in silent prayer for 
around 30 minutes, beseeching the 
Passion for aid. Near the culmination 
of the ritual the Adept asks for guidance 
ina task he has set himself. After a few 
moments the Adept is granted a vision 
of his Passion indication the correct 
course for him to follow. This vision 
is normally highly symbolic and may 
in truth not be very helpful at all. 


Despite this, the Adept emerges from 
the ritual with new determination and 
confidence in his chosen course. 
Artisan skills: woodcarving, other 
appropriate to Passion 


Paragon Abilities 


INITIATE 

Talent Options: Acrobatic Strike, 
Avoid Blow, First Impression, Speak 
Language, Wood Skin 


FIRST CIRCLE 

Discipline Talents: Detect Passion’s 
Influence, Favoured Talent 1, Karma 
Ritual, Melee Weapons, Questor 


NOVICE 

Talent Options: Durability (8/6), 
Lasting Impression, Shield Charge, 
Sense Danger, Steel Thought, Steely 
Stare, Tiger Spring, Wound Balance 


SECOND CIRCLE 

Defence: The adept adds +1 to his 
Social Defence. 

Discipline Talent: Passion’s Guard 


THIRD CIRCLE 
Discipline Talent: Parry 


FOURTH CIRCLE 

Karma: The adept may spend 1 Karma 
Point on Willpower-only Tests. 
Discipline Talent: Thread Weaving 
[Faith Weaving] 


JOURNEYMAN 

Talent Options: Diplomacy, Earth 
Skin, Heartening Laugh, Leadership, 
Life Check, Momentum Attack, Resist 
Taunt, Second Weapon 


FIFTH CIRCLE 


Forced Prayer: The adept is more 
closely connected to their chosen 
Passion and can use their Questor 
Powers more efficiently. For 1 point 
of Strain, the adept may reduce the 
type of Action for a specific Power by 
one level. In other words, Sustained 
Actions become Standard Actions 
and Standard Actions become Simple 
Actions. However, the adept is still 
limited to one use of the Power in any 
round. 

Discipline Talent: Favoured Talent 2 


SIXTH CIRCLE 

Karma: The adept may spend 1 Karma 
Point on Charisma-only based Tests. 
Discipline Talent: Lion Heart 


SEVENTH CIRCLE 

Karma: The adept may spend 1 
Karma Point on any Test that resists 
or attempts to overcome fear based 
Talents, Spells or Powers. 

Discipline Talent: Passion’s Aura 


EIGHT CIRCLE 

Defence: The adept adds +1 to his 
Social Defence. 

Discipline Talent: Inspire Others 


WARDEN 
Talent Options: Champion Challenge, 
Critical Hit, Defence, Disarm, Frenzy, 


Spirit Strike, Rally, Vitality 


NINTH CIRCLE 

Zealotry: The Paragon’s force of 
belief infuses his words, making his 
arguments more persuasive to those 
around him. For 3 Strain, the adept 
may gain a +4 bonus on all social 
based Tests used to persuade targets 
to change their minds or take action 
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against specific foes, including Questor 


Powers. 

Karma: The adept may spend 1 Karma 
Point on Recovery Tests. 

Discipline Talent: Favoured Talent 3 


TENTH CIRCLE 

Defence: The adept adds +1 to his 
Social Defence. 

Initiative: The adept adds +1 to his 
Initiative Step. 
Discipline 
[Harbinger] 


Talent: 


Summon 


ELEVENTH CIRCLE 

Defence: The adept adds +1 to his 
Physical Defence and +1 to his Spell 
Defence. 

Discipline Talent: Lion Spirit 


TWELFTH CIRCLE 

Defence: The adept adds +1 to his 
Social Defence. 

Karma: The adept may spend 1 Karma 
Point on Toughness-only Tests. 


FAVOURED TALENTS 


Discipline Talent: Resist Passion’s 
Influence 


MASTER 

Talent Options: Ethereal Weapon, 
Incite Mob, Multi-Strike, Stone Skin, 
Vital Strike 


THIRTEENTH CIRCLE 

Instrument of Passion: For 2 
permanent damage points, the 
character 
embodiment of their chosen Passion’s 
ideals. Any apparent infringement of 
these ideals can be justified according 
to the end goal with which the 


Paragon is working towards. The 


becomes a 


walking 


Paragon becomes immune to the 
loss of Devotion Points and Talent 
Crisis for this Discipline and is no 
longer punished for failing to act in 
an appropriate manner. The adept 
must still act according to the Passion’s 
ideals to accumulate Devotion Points 


however and this ability does not 
protect the adept if he purposely 
invokes the Passions Wrath (by 
attacking their Avatar for example). 
Defence: The adept adds +1 to his 
Physical Defence. 

Karma: The adept adds +1 to his 
Karma Step. 

Discipline Talent: Favoured Talent 4 


FOURTEENTH CIRCLE 

Defence: The adept adds +1 to his 
Social Defence. 

Recovery: The adept adds +1 Recovery 
Test per day. 

Discipline Talent: Aura Armour 


Fifteenth Circle 

Defence: The adept adds +1 to his 
Physical Defence and +1 to his Spell 
Defence. 

Discipline Talent: Second Chance 


Passion Talent 1 Talent 2 Talent 3 Talent 4 

Garlen Safe Thought 
Lochost Reshape Object 
Jaspree Incite Stampede 
Mynbruje Detect Falsehood 
Astendar Bardic Voice 
Upandal Forge Armour 
Chorrolis Gold Sense 
Floranuus Rushing Attack 
Thystonius Resist Pain 
Vestrial Impossible Hide 
Dis Hypnotize 
Raggok Battle Shout Swift Kick Wound Transfer | Venom 
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Half-Magic 

Paragons can use half-magic for 
knowledge of the Passions and their 
history, recognising an area or item 
of importance to their Passion, and 
sensing if someone wishes do them or 
their current charge harm. They may 
also use it in situations where they 
are unsure what their guiding Passion 
wishes them to do. Successful uses of 
half magic for this will often take the 


form of prophetic visions and dreams. 


Special rules 

The Adept must choose a Passion to 
follow on initiation. This determines 
the Questor powers he obtains and 
also his Favoured Talents. Essentially 
all Paragons are specialists according 
to this Passion. Use the following table 
to determine these Talents according 
to the chosen Passion. 


The Paragon uses his Questor Talent 
as a Core Discipline Talent and hence, 
the character's advancement is tied to 
devotion to his Passion as determined 
by Devotion Points. If ever the 
character loses the favour of his Passion 
he can no longer advance until a deed 
of atonement is performed and he may 
also suffer from a Talent Crisis. 


Roleplaying Hints 

A Paragon is normally determined, 
focussed with a vast amount of self 
control. He respects his Order and 
takes his charges and the mission set 
him by his Order with the utmost 
seriousness and will do everything in 
their power to complete these tasks. 
He admires others with a similar 
outlook and also those who represent 
the ideals of his Passion. 


The Paragon is normally seen as a 


solitary character, and at worst can 
seem aloof or superior. In truth, he is 
normally just guarded, always vigilant. 
The Paragon sees danger everywhere, 
and is reluctant to put his faith in 
anyone other than his Passion. Once 
someone does gain the trust of a 
Paragon, his devotion and bravery to 
his friends is as unwavering as that to 
his Passion. 


The Paragon walks a fine line. Not only 
is he vigilant against external threats 
but also against the demons within 
his own soul. He must always strike 
a balance between his devotion to his 
Passion and the means with which 
he achieves the Passions goals. As his 
advancement is tied to his Passion 
he must act in ways to please him, 
however, if he fails to do everything in 
his power to achieve what he believes 
the Passion wishes he may suffer a 
Talent Crisis. 


Possible Discipline Violations 

A Paragon may suffer a Talent Crisis if 
he carries out an action which results 
in an outcome contrary to what he 
believes are what his Passion wishes. 


Rituals of Advancement 
Recruitment: Most recruitment is 
done through a very formalised and 
lengthy procedure designed to teach 
the Adept humility and the value of 
servitude. However, very occasionally, 
people of great importance to a 
Passion’s designs spontaneously initiate 
into the discipline. 


Novice (2-4): The Adept is given a 
token of his Passion (often a shield 
with the Passion’s symbol on it) and 


sent on a mission of importance to his 
Order. The Adept must never lose this 
token and if he does must attempt to 
regain it at all costs. 


Journeyman (5-8): The Adept must 
seek out and capture an enemy of the 
Order selected by a panel of his peers. 
The prisoner must be returned to the 
Order alive for judgement to be passed 


Warden (9-12): The Adept travels 
to a region of great danger such as 
the Badlands or the Mist Swamps in 
Order to retrieve an item of great value 
to his Passion. The item must then be 
presented to a panel of his peers and 
is often then given to the Adept to 
protect. 


Ghost Master Ritual: The Paragon 
draws the usual circle then kneels 
before it beseeching the spirit to appear 
for the glory of the Passion. He then 
concentrates on the deeds he intends 
to perform with his new power. After 
one hour, the ghost master appears 
and reminds him the power is not his 
to wield but is at the disposal of their 
Passion. 


Possible Discipline Combinations 
The Paragon is normally taken as a 
secondary Discipline and best blends 
with Disciplines that complements the 
chosen Passions ideals, Beastmaster or 
Shaman for Jaspree, Weaponsmith for 
Upandal and so on. 


The Paragon rarely combines well with 
the Thief and Illusionist Disciplines as 
the focus on deception and theft is 
antithetic to the Paragon’s philosophy. 
Although there are rumours of Thief 
and Illusionist Paragons dedicated to 
Vestrial. 
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Ork Paragon of Mynbruje 
“This land overspills with deception and 
corruption. Each day I see abuse and 
intolerance excused by the laws meant 
to distribute justice. Each night I dream 
of the abusers burning in a cleansing 
fire. Mynbruje, I understand what you 
want of me. By Mynbrujes wisdom I 
must seek out and destroy these parodies 
of her work. Those who accept my truth 
shall be judged by his wisdom, those who 
refuse shall burn from his wrath.” 


Attributes 


Dexterity (13): 6/D10 
Strength (14): 6/D10 
Toughness (19): 8/2D6 
Perception (8): 4/D6 
Willpower (14): 6/D10 
Charisma (8): 4/D6 


Characteristics 
Physical Defence: 7 
Spell Defence: 5 
Social Defence: 5 
Initiative: 4/D6 
Physical Armour: 8 
Mystic armour: 3 


Death Rating: 43 

Wound Threshold: 12 
Unconsciousness Rating: 35 
Recovery Tests: 3 
Knockdown: 6/D10 


Movement: 6 
Karma: 5/5 


Core Talents 

Detect Passion’s Influence (1): 5/1d8 
Empathic Sense (1): 5/1d8 

Karma Ritual (1) 

Melee Weapons? (2): 8/2D6 


Questor? (2): 2 
e Ease Suffering: 6/D10 
e — Increase Perception: 8/2D6 
e Perceive Emotion: 6/D10 


Talent Options 
Wood Skin (1): 9/1d8+1d6 


Skills 
Artisan: 
Calligraphy (2): 6/D10 


Knowledge: 
Barsaivian Laws (2): 6/D10 


General: 
Read and write Language (1): 5/D8 
- Dwarf (Throalic) 
Speak Language (2): 6/D10 
- Dwarf (Throalic) Ork 
Tracking (1): 5/D10 


Money 
Copper: 0 
Silver: 2 
Gold: 0 


Equipment 

Hide Armour (Phys 5; Mys 1; Init 1) 
Footman’s Shield (Phys 3; Init 1; 
ST19) 

Mace (Damage 10/D10+D6) 


Adventurer’s Kit 
Quill Pen 
Writing Ink 

5 Sheets of paper 
Scroll Case 
Peasant’s Garb 


Notes 
The Adept has the ork racial abilities 
of low-light vision and gahad. 
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New Talents 


DETECT PASSION’S INFLUENCE 
Step: Rank+PER 

Action: Standard 

Karma: Yes 

Strain: 0 

The adept determines if someone is 
strongly influenced by a Passion in 
their daily life by making a Detect 
Passion’s Influence Test against the 
target's Social Defence. An Average 
Result is sufficient to reveal if the 
Passions are a large part of the target's 
life. A Good Result reveals if the adept 
follows a particular Passion above any 
other. An Excellent Result reveals the 
extent of the relationship of the target 
to their Patron Passion, for example 
whether they are a cultist, a Questor, 
a Paragon or even if they are a Passion 
in the flesh. An Extraordinary result 
reveals the identity of the patron 
Passion. 


PASSION’S AURA 

Step: Rank+WIL 

Action: Standard 

Karma: Yes 

Strain: 0 

The Passion’s Aura (often referred to 
as belonging to the patron Passion. 
For example, Garlen’s Aura) Talent 
surrounds the adept with an aura of 
light which is repellent to who wish to 
harm those within it. When using this 
Talent a sphere of light with a radius 
of 1 hex (2 yards) emanates from the 


adept and lasts for Rank rounds or 
until dispelled. If the adept attempts to 
use this Talent when no hostile targets 
lie within the area of effect, the adept 
makes a Passion’s Aura Test and records 
the result. Any hostile target that try 
to enter this area or attempt to engage 
in close combat with the occupants 
must succeed on a Willpower test to 
do so. Any successful result dispels 
the Aura but the adept may use the 
Talent again in the following round. 
The Talent works in a similar way 
if it is used when there are hostile 
targets within the area of effect. In 
this case, those targets which fail 
their Willpower Test may then make 
a Knockdown Test against the results 
of the Passion’s Aura Test. If successful, 
the Aura is dispelled. If unsuccessful, 
the targets are flung to the perimeter 
of the aura and considered Knocked 
Down. Characters within the aura 
who declare their intent to engage in 
close combat with a target outside the 
area of effect are not considered to be 
protected by the aura for that round. 


PASSION’S GUARD 

Step: Rank+ WIL 

Action: Standard 

Karma: Yes 

Strain: | 

The adept says a short prayer for 
protection in battle, resulting in his 
shield becoming infused with the 
patron Passion’s power and radiating 
a faint aura of light. The adept makes 


a Passion’s Guard (often referred to 
as belonging to the patron Passion. 
For example, Garlen’s Guard) Test 
against the higher of the shield’s Spell 
Defence or its Deflection Bonus +5. 
If successful the adept adds +2 to 
the shield’s deflection bonus for each 
Result Level achieved for Rank hours. 
A shield can only benefit from one use 
of this Talent at a time. 


RESIST PASSION’S INFLUENCE 
Step: Rank 

Action: Standard 

Karma: No 

Strain: | 

The adept better defends against 
Passion based Talents, Abilities or 
Powers. The adept makes a Resist 
Passion’s Influence Test against his Spell 
Defence. If successful, he may add his 
Resist Passion’s Influence Rank to his 
Physical, Spell, and Social Defence 
whenever one of those defences is 
targeted by an ability that relies on 
the power of a Passion, including the 
Questor Talent or Passion Powers, for 
Rank minutes. This bonus may not be 
applied to abilities based on his patron 
Passion however. 


SUMMON [HARBINGER] 

Step: Rank+PER 

Action: Standard 

Karma: Yes 

Strain: 0 

Unique to this Discipline. This is a 
variant of the Summon Talent only 
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allowed to the Paragon discipline. It 
follows the same rules as the Summon 


Talent with the following exception. 
The adept summons a Harbinger of his 
patron Passion (as described on page 
116 of the GC) to his current location 
by making a Summon Test against 
the Harbinger’s Spell Defence. If 
successful, the Harbinger appears. It is 
not considered to be under the control 
of the adept but rather, is considered 
to have a friendly attitude towards 
the adept and must be persuaded to 
perform any action other than simply 
defending the adept from immediate 
danger. See Summoning p. 211 PG, 
for more information. 


TALENT KNACKS 


PASSION’S RETRIBUTION 

Talent: Passion’s Aura 

Rank: 10 

Strain: 2 

This Talent Knack (often named more 
specifically after the patron Passion, 
such as Garlen’s Retribution) alters 
the nature of the aura surrounding the 
Paragon. Rather than repelling hostile 
targets, the aura reflects damage dealt 
on those within the area of effect, 
including damage inflicted by ranged 
attacks. Any target that inflicts damage 
on those within this area are consumed 


by heavenly fires and may make a 
Willpower Test to avoid some or all of 
this damage. The amount of damage 
inflicted is equal to the difference 
between the Passion’s Aura Test Result 
and the results of this Willpower Test. 
Mystic Armour protects against this 
damage. Additionally, the aura is not 
dispelled if the targets remain within 
the area of effect regardless of the 
results of their Willpower Test. 


WRATH OF PASSION 

Talent: Passion’s Aura 

Rank: 8 

Strain: 2 

This Talent Knack (often named more 
specifically after the patron Passion, 
such as Wrath of Garlen) alters the 
nature of the aura surrounding the 
Paragon. Rather than repelling hostile 
targets, the aura damages any that lie 
within its area of effect. Any hostile 
targets within this area may make a 
Willpower Test to avoid some or all of 
this damage. The amount of damage 
inflicted is equal to the difference 
between the Passion’s Aura Test Result 
and the results of this Willpower Test. 
Mystic Armour protects against this 
damage. Additionally, the aura is not 
dispelled if the targets remain within 
the area of effect regardless of the 
results of their Willpower Test. 


PASSION’S GUIDING SYMBOL 
Talent: Passion’s Guard 

Rank: 6 

Strain: 2 

This Talent Knack (often named more 
specifically after the patron Passion, 
Garlen’s Guiding Symbol, for example) 
allows the adept to enhance the light 
emanation from his shield when using 
Passion’s Guard. The adept may use 
this shield as a light source equivalent 
to that given off by a medium light 
quartz in the direction the shield is 
facing. A symbol favoured by the 
Passion is prominently displayed in 
the centre of the shield when this 
Knack is used. 


SUMMON PASSION’S AVATAR 
Talent: Summon [Harbinger] 

Rank: 15 

Strain: 3 

The adept may summon the physical 
manifestation of his patron Passion 
to his current location by making a 
Summon Test against the Passion’s 
Spell Defence. This requires the use 
of ritualistic rites that take an hour 
to prepare. The adept must be very 
cautious about using this ability as he 
is likely to invoke the ire of the Passion 
if it is for frivolous reasons. 
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Adventure Frameworks 


By Delano Lopez, Allen Farr and Brian Rock 


Editing: Carsten Damm, EikeChristian 
Bertram, Steven J. Black, Benjamin Plaga 
Earthdawn Line Developer: Carsten 
Damm 


Earthdawn® is a Regitered Trademark 
of FASA Corporation. Barsaive™ is a 
Trademark of FASA Corporation. Copyright 
© 1993-2011 FASA Corporation. 
Earthdawn® and all associated Trademarks 
used under license from FASA Corporation. 
Artwork used under license from Kathy 


Schad. Published by RedBrick LLC. 


http//www.ear thdawn.com 


The following adventures are the top three 
winners of RedBrick’s Earthdawn Adventure 
Contest that ran throughout 2010 to build 
up the Earthdawn Adventure Resource. The 


Earthdawn Adventure Resource is RedBrick’s 
free online resource offering adventure 


frameworks for use in your Earthdawn 
games. 


Adventure frameworks serve as blueprints that 
outline the basic events of a storyline, which 
the gamemaster can flesh out according to his 
own tastes. They are a middle step between 
the brief adventure hooks presented in our 
books and fully dramatized adventures like 


Ardanyan’s Revenge or those found in the 
Shards Collections. 


Find the Earthdawn Adventure Resource 
online: 
http://www.redbrick-limited.com/cms/index. 
php?categoryid=78 


Become a part of it! Every gamemaster has 
adventure ideas flying around which can be 
turned into asuitable adventure framework— 
all it takes is a little bit of typing, a check 
for grammar and ED3-style wording, and 
off it goes. M ake it your own! Everyone can 
participate! 
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For the Tear of a Dragon 
Dragons dont shed tears just blood. 
M ostly that of others 


*Crimsonscale 


The group seeks to retrieve a vial of dragon's 
blood from a seemingly abandoned kaer for 
the magical research of their patron. The 
blood is actually a crucial component in a 
blood magic ritual keeping a powerful H orror 
trapped within the kaer. Stealing the blood 
releases the H orror and draws the attention of 
protectors of the blood vial. 


Setup 

Prior to the Scourge, a young dragon Named 
Crimsonscale built Kaer Wyrmhold in the 
Dragon Mountains to shelter a village of 
Namegivers. Shortly before the kaer was to be 
sealed, however, Crimsonscale discovered that a 
bloatform H orror Named O orx Tor N’kal had 
infiltrated the kaer. Crimsonscale used a blood 
ritual to seal the Horror inside, and then she 
constructed a new kaer, Wyrmshield, which 
protected the villagers during the Scourge. 


An adventurer’s journal, dated from the 
early days after the opening of Throal, has 
found its way into the Great Library. The 
journal describes its author, an ork Scout 
adept Named Gran’aldiz, discovering a 
kaer in the Dragon Mountains. (This is 
Kaer Wyrmhold.) The kaer appeared to be 
abandoned, and showed no signs of ever 
having been inhabited. T hejournal describes 
the centerpiece of the kaer as an altar, upon 
which a large flask of living crystal holds 
what Gran’aldiz calls “a dragon's tear.” The 
journal also contains a fairly detailed map 
for finding the kaer. H owever, the journal 
makes no mention of the trapped H orror. 
The player characters may simply find 
the journal on their own, perhaps while 
researching in the Library. If they have a 
regular patron, such as the Eye of Throal, 
or His Majesty's Exploratory Force, they 
are assigned by their regular handler to 
investigate the kaer and retrieve the dragon's 
tear. If none of these are appropriate to the 
group of characters, they are hired by the 
Wizard Yirn Rinal (see below) to accompany 
him in acquiring the tear. 


Yirn Rinal is a seasoned, but not dderly, 
human W izard. W hile graying at the temples, 
he appears fit and eschews many of the 
stereotypes of wizards — he is disarmingly 
forthright in both speech and dress, forgoing 


ornate robes and verbal embellishments 
for simple traveler's garb and straight talk. 
He hires the adventurers in Bartertown (or 
wherever their home base may be), for a 
reasonable fee based on their Legendary Status 
(Playe’s Guide, p. 244). Rinal explains that he 
wishes the tear for his own magical research, 
but should it turn out to belong to a living 
great dragon, he would also happily return it 
to its owner for a reward. Rinal also has no 
knowledge of the trapped H orror. 


Event One: To the Dragon 


Mountains 

T he easiest route, and the one suggested by Rinal 
if he is along, is to travel overland to the Coil 
River, and then by riverboat to Travar. The trip 
from Bartertown to Travar via riverboat is rather 
uneventful— though gamemasters wishing for 
more action may have the group attacked by 
pirateson the Serpent River, or by creatures of the 
Servos Jungle as they sail through it. Once they 
depart overland from Travar toward the D ragon 
M ountains, ork scorchers or any creatures from 
the nearby Badlands might harass them. 


In any case, as soon as the group approaches 
the foothills of the D ragon M ountains, they 
notice a wyvern (see Gamenaga’s Guide p. 
255) flying at a distance from their group. 
As they get closer to the kaer, the wyvern 
sightings get closer and more frequent— 
and it is unclear whether they are seeing 
multiple wyverns, or simply the same one 
multiple times. The wyverns do not attack, 
unless the characters attack first. 


Event Two: Wyrmhold 

The characters enter the abandoned Kae 
Wyrmhold. Most of the kaer is empty, but 
for one large chamber in the back of the great 
hall leading to an ornate room with an altar. 
A large tear-shaped living crystal flask, the size 
of a Namegiver’s head, rests in a carved recess 
on the top of the altar. Close inspection reveals 
that the flask is encircled with rune-covered 
orichalcum bands. Further, the liquid inside the 
flask appears to be blood red. T he altar is also 
heavily trapped. O nce the traps are disarmed or 


sprung, the characters can easily lift the flask 
off the altar. 


Event Three: Crimsonscale’s 
Brood 


As soon as the player characters leave the kaer 
with the flask, they are attacked by a number 
of wyverns. These wyverns are all descendants 
of Crimsonscale, whose blood this is, and are 
bound by old ritual magic to prevent the blood 
from leaving the kaer. The wyverns fight to the 
death to prevent anyone from taking the blood 
flask. They try to drive whoever is carrying the 
blood flask back into the kaer. If the characters 
retreat back inside, the wyverns do not pursue 
the characters, but wait near the entrance for 
them to emerge. 


Event Four: The Guardians 

Once the characters either defeat the wyverns 
or retreat into the kaer, they are met by two 
dozen or morearmed and armored N amegivers. 
This group includes several adepts of Circles 
high enough to give the player characters a 
tough fight. These are descendants of the 
original kaer-dwellers, who were relocated into 
the nearby Kaer Wyrmshield. They explain 
the flask is sacred to them, as their protector, 
the dragon Crimsonscale, left it. It must not 
be moved — though, if asked, the villagers 
do not know why. The villagers all have very 
subtle hints of the dragonkin about them 
(see Gamemasters Guide, p. 251), but many 
generations removed, and only noticeable on 
careful observation. 


Social interactions are very important here, as 
the villagers do not attack immediately, but 
give the characters a chance to surrender the 
blood flask peacefully. If asked, the villagers 
explain that their ancestors once lived in this 
kaer, but were moved out of it shortly before 
the Scourge and into a different kaer in the 
next valley over. H owever, they were charged 
by their elders to protect the first, enpty kaer 
and the blood flask, and to always watch the 
sky for the wyverns, a sign of trouble. 


If Yirn Rinal is present, he attempts to 
negotiate with the villagers, offering to buy the 
flask. These negotiations likely fail unless the 
player characters step in with some impressive 
social interaction. If the villagers refuse to sell 
the flask, Rinal orders the characters to fight 
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ther way through the villagers. If the player 
characters refuse, Rinal prudently does not try 
to fight through the villagers himself, hoping 
to come back later for the blood tear with a 
more compliant group of adventurers. He 
moves to replace the blood tear, triggering 
the climax, below. Whether the characters 
choose to fight the villagers or not determines 
whether the villagers are the characters allies 
or adversaries in the Climax below. 


Climax 

Theflask of dragon's blood wasa key component 
in a blood magic ritual that kept Oorx Tor 
N ‘kal, a powerful bloatform H orror, imprisoned 
in a hidden chamber beneath the altar (for 
bloatforms, see the Gamenase’s Guide p. 286). 
Removing the flask from the altar has freed the 
Horror, which has been observing the characters 
conflict with the villagers. It would normally 
be content to Horror-mark the characters or 
villagers from afar. However, it is afraid that 
should the blood flask be replaced it will be 
trapped again by the blood magic spell. 


The Horror breaks out from under the altar 
and attacks anyone attempting to replace the 
blood flask. It takes the first opportunity to try 
to smash open the flask and spill the dragon's 
blood on the floor, though the living crystal 
flask is almost impossible to break. Should the 
H orror defeat the characters and villagers, it is 
content to leave weaker ones aliveand H orror- 
marked, aslong as it feels there is no chance of 
it being imprisoned again. 


If a fight breaks out between the characters 
and the villagers, the H orror waits to see what 
happens. If Rinal and the characters defeat 
the villagers and are going to leave with the 
flask, O orx Tor N ‘kal lets them leave, though 
it attempts to Horror-mark one or more of 
them before they do. 


Should the characters destroy the Horror, 
there is no longer any reason not to take the 
blood flask with them, though they have to 
persuade any remaining villagers of this. If 


Rinal survives, he takes the flask, and once 
back to Travar, pays the player characters ther 
fee. 


Sequels 

The dragon's blood itself is a very potent 
alchemical ingredient—Rinal wishes to use 
it to create an elixir that he believes will grant 
Namegivers the longevity of a dragon. Simply 
drinking the blood with no other preparation, 
at the gamemaster’s discretion, may give the 
drinker some of the benefits of a dragonkin (see 
Gamematea’s Guide p. 251). It may also create 
a magical bond between the Namegiver and 
certain dragons, including Crimsonscale and her 
sire— who could be any one of the great dragons 
the gamemaster wishes. 


Speaking of Crimsonscale, she appears to be 
a forgotten dragon— she has not been seen 
since the Scourge, and little knowledge of 
her exists. What happened to her during the 
Scourge? She could reappear, looking for her 
blood, or the ones who took it. Additionally, 
any of the great dragons will have an interest 
in retrieving the blood, as they fear it could 
be used against them in magical rituals. 
Mountainshadow, who would be a good 
choicefor being Crimsonscales sire, could take 
apersonal interest in these events, as could any 
of his enemies. Any interested dragons may 
send a drake or other servants to retrieve the 
flask— indeed, Yirn Rinal could be just such a 
drake— working for M ountainshadow or one 
of his rivals. 


If word gets out about the existence of the 
blood flask, many political players and secret 
societies in Barsaive that wish an advantage 
against the dragons (such as the T herans, the 
Denairastas, the Hand of Corruption, the 
Keys of Death, etc) would want to acquire the 
blood. The Cult of the Great Hunter would 
have a particularly keen interest. T he player 
characters may wish to sell the flask to any of 
these groups, or turn it over to the dragons 
in hopes for a reward, but they may also be 
pursued and attacked by any of these factions 
looking to take it by force. Yirn Rinal could 
secretly be an agent of any of these powers. 
Depending on how things were left with him, 
the group could have earned the unwitting 
patronage, or enmity, of whichever group 
Rinal works for. 
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Like Moths To A Flame 


T here was fear and suspicion before the Scourge 
during the Scourge, and after the Scourge Is it 
not time we topped blaming the H orrors for all 
our problens? 

*Kern Redbeard, VillageInnkeeper ° 


A mysterious bright light has appeared in the 
Delaris Mountains, roughly ten days from 
Jerris. While the light cannot be seen from 
Jerris, it has been spotted by several passing 
airships and it can be clearly seen from a small 
group of villages situated in the foothills of 
the mountains. The light shines throughout 
the night and vanishes at dawn, just like all 
those who have tried to discover its source. 
Investigating the strange light, the characters 
discover a recently abandoned kae — as 
well as a cabal of deranged magicians who 
have been holding the former kaer's residents 
hostage since the beginning of the Scourge. 


Setup 

Before the Scourge had fully seized Barsaive 
in its corrupt grip, fear and suspicion resulted 
in refugees being turned away from kaers that 
often had spare capacity to accommodate then. 
Those unable to find shelter often took their 
own lives rather than face the H orrors. For those 
who chose to make a stand, the Horrors took 
considerable delight in showing them the error 
of their ways. However, not all kaers turned 
away refugees, some showing kindness and 
compassion to their fellow Namegivers. M any 
that did acceot strangers into their sanctuary 
regretted their decision, for it was often the cause 
of their downfall, and blame did not always lie 
with the H orrors. 


One such kaer that fell to the depravations of 
ther fellow Namegivers was Kaer Skyhorn. 
Its residents granted last-minute entry to a 
small group of T heran refugees claiming they 
got waylaid on their journey back to Thera 
While the refugees were indeed from Thera, 
their tale was false and they had instead been 
exiled from Thera for the terrible crimes they 
committed. Soon after thekaer closed its doors, 
the refugees revealed themselves as a cabal of 
magicians. They took control and enslaved 
the population, bar a few who escaped into 
the mining tunnels used to construct the kaer. 
Those who escaped formed a resistance and 
swore to take back what was theirs. 


Recently, a bright light has appeared in the 
mountains, and every night it can clearly 
be sen from the towns and villages in the 
Surrounding foothills. Several curious villagers 
have made the journey to investigate and 
have never returned. The council of elders 
representing all the villages have decreed the 
area off limits and believe that a Horror is 
using the light to lure its victims. 


The mystery light is emitted from the giant 
light quartz that once hung in the center of 
Kaer Skyhorn. Over the centuries, those 
who escaped to the tunnels waged a war of 
resistance against the cabal of magicians. T hey 
Spent many years digging further tunnels to 
hidein. O ver the centuries, the people of the 
enslaved kaer became brutalized and used 
in all manner of terrible experiments. The 
resistance, realizing they could not defeat the 
cabal directly, dug aseries of tunnelsto weaken 
the outside wall of the kaer. O ver the course 
of generations they eventually succeeded, and 
the thick rock on the face of the mountain 
protecting the kaer collapsed, taking part of 
the kaer with it. M any of the resistance died 
in their efforts, preferring death rather than 
facing the Horrors. Of course, the resistance 
had no way of knowing the Scourge was long 
over. With the kaer no longer protecting 
them, and many of the kaer’s residents dead, 
the cabal simply relocated to a small nearby 
village where they had an ample supply of 
fresh slaves to continue their experiments. 


The player characters are hired by a distraught 
villager whose sons havetraveled to the nearby 
mountains, disobeying the elders’ decree, to 
find the source of the mysterious light and 
have not returned. 


Event One: In Search of the Light 
After the player characters have agreed to find 
the villager’s sons, he takes them to his village 
so they can see the light for themselves. W hen 
they arrive, they are warned off from going 
any further by a village elder unhappy about 
outsiders having been brought to the village. 
Angry, he tells the player characters they are 
not welcome in the village and must leave 
immediately. From here the player characters go 
home or travel toward the source of the light, 
which would take several days to reach on foot. 
The characters are ambushed by a group of 
hunters from the village sent by the elder as they 


continue their journey. The elder is terrified 
that the player characters may be captured and 
reveal the location of his village to a Horror. 
The hunters engage in missile combat from long 
range and scatter if they takea single wound or if 
the player characters attempt to engage them in 
melee combat. T hey use their expert knowledge 
of the terrain and the mystical silence of the 
D elaris M ountains to their best advantage. Later 
that night, the player characters see the bright 
light just as the villager described. 


Event Two: Ruins 

After a few days of hard travel, the player 
characters reach the base of the mountains 
and find the abandoned kaer just after dawn. 
From what the player characters can tell, part 
of the mountain face has collapsed revealing the 
kaer's entrance. The characters must climb the 
rubble pile to get in, carefully avoiding further 
rockslides. As they climb, they can see that a 
good part of the kaer has collapsed. Entering 
the kaer, they realise they are actually in its 
very center and they begin to explore the ruins. 
H owever, the group cannot initially find the 
source of the light. T hey discover many strange 
contraptions with dead N amegivers enbedded 
in them, a result of the cabal’s experiments in 
blood magic as a source of power. The player 
characters notice most of the kaer appears like 
a prison, with iron shackles hanging from all 
the available wall space. As the player characters 
continue, the daylight begins to fade to dusk. 
As it does, a bright light begins to shine from 
halfway down the rubble pile illuminating the 
area. The player characters cannot miss it and 
recognize it as the kaer’s main light quartz. T he 
light, however, attracts all manner of creatures 
including will o’ the wisps, death moths, and 
the cadaver men left behind by the cabal. The 
characters suddenly find themselves facing an 
unprecedented assault, fighting running battles 
for their lives through the hours of darkness 
until the break of dawn. The only way the 
assault can prematurely be stopped, is if the 
light crystal can be smashed or its enchantment 
broken, but the player characters have to make 
the connection. 


Event Three: The Village 

Leaving theruins behind, the player characters 
discover a previously obscured trail. The trail 
leads them to a small village protected by a 
simple wooden palisade of sharpened stakes 
and a deep moat fed by a mountain stream. 
A drawbridge leads to a small causeway that 


83 


Adventure Frameworks 


in turn leads to the village gate. As the group 
approaches the village, they are hailed by a 
guard on the palisade asking who they are 
and what they want. The guard truthfully 
tells the characters the name of the village 
and confirms they are the survivors from 
the collapsed kaer; however, he then lies if 
asked about the shackles in the walls of the 
kaer, stating the kaer was once a penal colony. 
After some debate, the guard agrees to let the 
characters enter the village. 


This is a trap! As the player characters cross 
the causeway, the gates open, seemingly under 
ther own power, as does the drawbridge, 
which rises behind them. Shackled to the 
back of the village gates is a N amegiver, his life 
force powering the cabal’s magic. The player 


characters cannot see this until they enter the 
village, however. As they get halfway along the 
causeway, a large pit almost the full length of 
the causeway opens underneath them; full of 
writhing metallic tentacles that try to grapple 
the player characters. Ensconced in the walls of 
the pit are N amegivers of various races whose 
life force powers the tentacles. Killing these 
Namegivers stops the tentacles and should 
be easier than defeating the tentacles directly; 
killing defenseless N amegivers, however, may 
beastep too far for some. Asaquidelinefor the 
tentacle stats, the gamemaster can use the stats 
for creeping vines (see Gamanaster's Guide, 
p. 164). If the player characters are subdued, 
they are taken prisoner by the cabal. 


Climax 

The group must escape, otherwise they will 
be sacrificed one by one in a powerful blood 
magic ritual. The cabal consists of magicians 
of various Disciplines and Circles. Any battle 
against them involves lots of magic, summoned 
Spirits, cadaver men, and a few downright 
odd contraptions (allowing the gamemaster 
to have some extra fun). The magicians have 
little or no hand-to-hand combat ability, but 
have an arsenal of minions and spell magic. If 
the battle looks to turn against the cabal, they 
offer the heroes eternal life in return for their 
own. If the player characters accept this deal, 
they become part of the cabal, using the life 
force of others to sustain their own, and are 
unable to travel without the cabal and their 
Slaves as constant companions. If the player 
characters decline the deal, the cabal plays 
their final card telling them that if they die, so 
will the villagers. T his is a partial truth— only 
those slaves that are currently feeding the 
cabal with their life energy would die, and 
most of the recently captured villagers and 
the two sons will survive. One member of the 
cabal proves his point by stepping forward, 
wounding himself. As he does, an old lady 
cowering by the village well slumps to the 
ground, dead. 


Sequels 

The group eventually returns triumphant, the 
missing sons and several dozen other rescued 
N amegivers in tow. H owever, after they leave, 
rumor of the strange light spread beyond the 
immediate area and a chapter of the Grim 
Legion arrived to investigatein the meanwhile. 
TheLegionnaires wish to prove that the player 
characters and the rescued villagers are not 
H orror-marked— which undoubtedly takes 
various forms of unpleasantness... 


Another sequel may be that not all of the cabal 
were present in the village when the player 
characters arrived. And as soon as they gather 
their strength, they become a constant thorn 
in their side. Not all the resistance died when 
Kaer Skyhorn collapsed, however, and they 
fled into the hills and will make likely allies 
for the player characters against the cabal. If 
the player characters take on the Grim Legion, 
they may also find thenselves with more than 
one nemesis before the day is done. 
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The Cure for Evil 


Be glent, children! D espite what you have ben 

told — the Passions do not hear the prayers of 

Javes nor do they regard the cries of the weak. 
*Jurou Urameshii ° 


Jurou Urameshii was a quiet, unassuming 
human livingin theC athayan K ingdom of T iet 
Dei. ASapetty bureaucrat in an empire at war, 
it was easy to be overlooked, and U rameshii 
was constantly overlooked. Although adept 
at Wizardry and alchemy, he did not stand 
out among his peers. Although he was a 
wealthy man with a notable estate, his wealth 
was waning and his slaves rebalious. Bound 
by countless fears and boundless ambition, 
Urameshii did the unthinkable: he entered 
into a pact with aH orror. 


The Horror was not as terrifying as tales 
often told but instead appeared as a sorrowful 
woman or frightened child in tattered clothing. 
In exchange for power, Urameshii had agreed 
to satisfy the Horror's insatiable desire to 
feed on innocence. He began a campaign to 
root out enemy spies in the land and began 
to round up and torture the peasants and 
downtrodden people When this attracted 
too much attention, he turned his eyes to less 
noticeable prey—children. In the war-torn 
kingdoms of Cathay there are more widows 
and orphans than one would imagine. T hey 
are ever-present yet invisible T hisis especially 
true for the orphaned children of peasants 
and slaves. Urameshii had found a seemingly 
endless supply of food for his new master. As 
the children suffered, Urameshii’s power and 
influence grew, but even the prayers of slaves 
will eventually reach the heavens. 


Urameshii began to believe in his own might 
and power and in an act of unparall foolishness 
attempted to overthrow theH orror and claim 
its power for himself. The H orror struck out, 
setting fire to Urameshii’s entire estate. Those 
who died were immediately reanimated as 
ghouls and cadaver men. U rameshii, the man 
who tried to do so much evil in secret, was 
now made a spectacle for the entire enpire. 
M any bold adepts rose up that terrible night 
and ensured that this evil would not spill into 
the rest of the city. Moreover, they stormed 
the estate vanquishing the H orror and ending 
its threat. Urameshii, badly wounded and 
stripped of his newfound powers, was forced 
to flee into the night. His remaining servants 
gathered the children into prison wagons and 
escaped towards the mountains. Urameshii 
knows that if caught he will certainly be 
executed for his crimes, so he plans to hide in 
the confines of his mountain retreat. 


Setup 

The player characters arrive at the Imperial 
Capital at night to find an outer district under 
attack by undead minions. After cleansing the 
district alongside other heroes, they are honoured 
with a banquet. During the banquet the heroes 
meet Gensai, adwarf Scout and questor of Twoo 
who enlists their heroes. He explains events 
leading up to their nightmarish battle with the 
undead, but also informs them that the person 
responsible for this evil, Jurou Urameshii, is 
currently on the run. M aking matters worse is 
the fact that he escaped taking his child prisoners 
with him. G ensai is familiar with the lands and 
knows that Urameshii is taking a route around 
and into the mountains towards a hidden airship 
dock. If he is not apprehended prior to arriving, 
he may never be found again. H aving already 
lost precious time, Gensai proposes a journey 
through little known paths over the mountains 
as opposed to traveling around. 


After facing many dangers, the player 
characters finally arrive at a small village in the 
mountain peaks. There they learn a unique 
and dangerous way of travel allowing then 
to cover great distances at incredible speeds. 
Arriving at the port only moments after 
Urameshii’s departure, the player characters 
learn of his hidden retreat in the mountains. 
With renewed determination, the characters 
storm his retreat, facing hideous and 
dangerous creaturesto exact justiceon the mad 
Wizard. During the encounter, at least one, 
but possibly several of the player characters 
suffer terminal illnesses after confronting 
the alchemically altered ghouls guarding the 
stronghold. Urameshii then forces the player 
characters to choose the cure in exchange for 
his freedom. 


Event One: The Arrival 

The player characters have been hired out to 
escort a caravan of merchants to the Imperial 
Capital. Arriving at night, they see a red glow 
on the horizon and smell smoke on the wind. 
Thisis likely to hasten their arrival, as they may 
believe the city to be under attack by unknown 
forces. 


The player characters will arrive to find the 
city in chaos. Buildings are set ablaze. women 
and children run for safety as soldiers and 
civilians fight off nightmarish creatures in the 
city streets, T he player characters immediately 
are thrown into the fray, cutting down cadaver 
men and ghouls. They valiantly slay the 
creatures, put out fires and rescue what lives 
they can. Soon the first light of day appears 
and the city is at peace again. 


The player characters quickly learn that they 
have arrived on the tail end of an epic battle 
between champions and H orrors. Apparently 
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the local noble Jurou Urameshii, who had 
dreams of ascending in his position, made 
a ghastly pact with a Horror that involved 
cannibalism of human flesh (preferably 
children’s). The Horror was destroyed at 
the cost of many lives. In its death throes, 
the Horror transformed the dead into the 
abominable creatures that attacked the city. 
At midday the main hall of the city is open 
and a great feast is made in honour of the 
champions. Gifts of money and weapons are 
showered on all of the heroes who participated 
in the battle. 


During the feast, the player characters have an 
opportunity to meet some of the champions 
who have survived the battle with the H orror. 
Although they volunteer information freely, it 
should be made clear that most aretoo injured 
to fight for some time. G ensai, a dwarf Scout 
and questor of Twoo, is the only champion 
who is still in fighting shape Even in the 
midst of praise and adoration he seems very 
disturbed. 


Gensai expresses his disgust for the feast 
and the gifts, stating that it is just a form of 
misdirection. He has just recently learned 
that although the H orror has been destroyed, 
the nobleman responsible has not been. He 
managed to slip away by chariot in the night 
as his estate burned to the ground. Even 
more troubling is the fact that his servants 
reported that at least three cage wagons filled 
with children were seen departing with him 
traveling towards the mountain. Gensai 
believes that many other nobles were part of 
this conspiracy and that they have been tricked 
into wasting precious time that could have 
been spent in pursuit. As a questor of Twoo he 
cannot allow this corruption go unchallenged. 
With his companions in no condition to 


travel, much less fight, he desperately entreats 
the aid of the player characters to pursue and 
rescuethe children aswell as bring U rameshii’s 
evil to an end. 


Event Two: The Mountain 

The player characters quickly but stealthily slip 
out of the banquet and gather up what supplies 
they will need for the journey. Being a Scout, 
Gensai is very knowledgeable of the terrain and 
the path that Urameshii is taking around the 
mountains. H einforms the adventurers thereisa 
little known dock on thefar side of the mountain 
where pirate airships often stop to repair their 
vessels. With Urameshii being at least one full 
day ahead of them and traveling swiftly, there 
seems to be little hope he can be intercepted 
before reaching an airship and fleeing to safety 
with his captives. Gensai proposes a bold plan. 
H e believes that he can lead the player characters 
over the mountain instead of going around it. 
Although the player characters may be skeptical 
of his plans for good reason, G ensai insists it can 
be done but will not at this time fully expound 
on how. Gensai states this is the only way to 
make up for the time lost already and asks the 
group to make their decision quickly and not to 
linger in the city longer than necessary. 


Gensai and the player characters quickly 
leave the city behind and journey to the steep 
face of the mountains. From the ground a 
plateau can be seen, from where the player 
characters should be able to trek on foot to 
the snowy peaks. Soon after the climb begins, 
storm clouds appear. M idway up the wall the 
rain begins to pour, increasing the climbing 
difficulty dueto the slippery rocks. T he player 
characters also notice the earth in-between 
the rocks has become slimy and gelatinous. 
To their surprise, every time they reach for a 
hand- or foothold the slime solidifies pushing 
them away. Before their eyes the gel begins to 


mold itself into creatures resembling bog gobs 
(seeGamanase'sGuide p. 159). The creatures 
attack, attempting to use their Sticky Body 
Power on the heroes (adding a staggering 
200 pounds to their weight). If they succeed, 
only the strongest of the heroes will be able to 
maintain their hold. If overtaken, they would 
face an assuredly fatal fall. 


After taking a moment to gather themselves, 
the player characters have the choice to set 
up camp on the plateau for the night. G ensai 
reveals to then a mountain path leading to a 
snowy summit. The summit will take a full 
day to reach. At this time it is understandable 
if the adventurers are very skeptical that they 
can somehow cover such a great distance as to 
intercept the H orror-tainted noble, especially 
considering that he now has seemingly a two- 
day lead around the mountains. Gensai finally 
reveals that there is a tribe of N amegivers who 
live near the summit of the mountain. He 
continues to only give cryptic information 
concerning them, only stating they have the 
ability to cover great distances at tremendous 
speeds. He assures them that his plan will 
work, although it is dangerous. 


Event Three: Xue Shang 

U pon reachingthevillageof XueShangtheplayer 
characters are warmly greeted and offered food 
and lodging for the night. T he village is made 
up of various N amegiver races living simple lives 
away from society and war. They are ruled by an 
elder Monk and his family — many of whom 
are skilled Elementalists. T hey move about from 
one end of the mountain to the other traveling 
on skis and large wooden boards enchanted with 
elemental air. T he elemental air allowsthe boards 
to skim across the surface of the snow at great 
speed while at the same time protecting the rider 
from the intense cold and wind-shear that would 
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come with traveling at high speeds through the 
snowy slopes. The Elder is sympathetic to the 
group's cause and agrees to assist them on their 
journey. In the morning, each member of the 
adventuring group is fashioned with ther own 
board and given a crash course on how to use 
it. The Elder informs them of their route and 
provides a guide who will lead them along the 
Shortest (albeit most dangerous) route down the 
mountainside. 


The journey consists of three parts: part one 
is merely a journey from the shef of the 
mountain to the slopes. This part is where 
the riders learn to control their speed and 
manoeuvre. T hesecond part iswherethe slopes 
begin and the player characters begin to travel 
at impossible speeds down the mountainside. 
In thisportion of thejourney, maneuverability 
is the key as the player characters dodge large 
rocks and other obstacles that would end their 
journey painfully. The player characters are 
literally moving hundreds of yards in a matter 
of seconds and covering great distances. The 
final part is the dangerous section of the 
journey. The player characters pick up speed 
propelling themselves over chasms to continue 
ther journey. In little over an hour they have 
reached the inner wall of the mountain and 
approach the airship landing docks. 


Event Four: Abandoned 

The snowy slopes eventually even out and the 
adventurers reach their destination. To their 
dismay, the player characters arrive just in timeto 
see an airship departing. On the rickety wooden 
docks below are an abandoned carriage and 
three cage wagons. Heartbroken and exhausted, 
the player characters reach the docks. T he small 
port is populated with non-adept pirates, who 


were paid handsomely by Urameshii. Although 
fierce in appearance, the pirates do not threaten 
the player characters or attempt to harm then 
so long as they pose no obvious danger. If the 
player characters speak to them, they volunteer 
information about a mountain retreat often used 
by the noble that is only a few hours travel by 
airship. A second pirate ship arrives but will not 
lend its services to the heroes without pay. 


After a short journey by airship, the player 
characters continue their journey on foot, 
following the mountain path leading to 
Urameshii’s mountain retreat. The retreat is 
heavily fortified by an outer wall. Servants 
can be spotted fleeing the premises. When 
questioned, they reveal to the heroes that 
they were enthralled by their master but have 
recently broken his hold. It becomes clear 
the H orror’s death has greatly diminished his 
power and the time is ripe for his downfall. 
The servants provide entrance through the 
wall and inform the player characters the 
children have been moved to the dungeon 
while their former master is in his observatory. 
They warn the party of ghoul-like creatures 
beyond the wall that will attack on sight. 


Climax 

Beyond the wall is a courtyard of dying trees 
and plants. T he player characters should be able 
to easily dispatch the remaining staff still loyal 
to Urameshii before encountering the ghouls. 
The ghouls appear to have been augmented by 
some type of alchemy. They are larger, stronger 
and tougher than regular ghouls, and if injured, 
their poison takes immediate effect (no Test 
required). After defeating the ghouls, those who 
were poisoned become terminally ill. No potions 
or poultices will have an effect and other healing 
efforts only provide short-term relief. The only 


hope is to find a cure in Urameshii’s alcheny 
lab located in the observatory. When the player 
characters confront the fallen noble, he is a 
broken man. His powers have waned with the 
H orror’s death and he has little hope of victory. 
H ethen plays his final card when heoffers a cure 
in exchange for letting him escape. 


If Urameshii is killed, the player characters 
must then search the cure in his lab (which 
should be a sufficiently difficult undertaking). 
If the player characters agree to Urameshii’s 
demands, he will only reveal the location 
of the cure when he and his few remaining 
lackeys are on horseback. If all of the player 
characters are poisoned, he will stall for time, 
hoping they will succumb to the poison. 


With Urameshii either defeated or dead, the 
player characters have no problem freang the 
children from the dungeon. T he surroundings 
Suggest that a horrible fate awaited the 
children had they not arrived in time. In the 
alchemy lab, the player characters will be able 
to restock on nearly all potions or poultices 
offered in the Goods and Services chapter 
(Cathay Playe’sGuide p. 140). A search of the 
noble’s chambers will reveal his grimoire as 
well as a fair amount of silver and jewels. 


Sequels 

Searching through the records located in 
Urameshii’s study, the heroes find documents 
and letters proving the conspiracy among a 
group of nobles. Their plan was to use child 
Sacrifices as fuel for their H orror-granted powers 
in an attempt to overthrow their rulers. With 
proof in hand, the heroes know that they have 
no choice but to exposethis evil when they arrive 
home — that isif they arrive at all! 
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